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After some hard-core training, he's ready to 
warp through time and take on all-new worlds. 
Ride down Route 66 on a bike. Dogfight in a 
biplane. Swim through Atlantis. Or run through 
the Jurassic era. You up for it? Crash is. He's 
got an all-new, supercharged body-slam, a 
double jump, a death tornado spin and a 
bazooka. You can even play as Crash's kid sis- 
ter. Coco. CRASH BANDICOOT: WARPED " is 
here. And it's his most insane adventure ever. 




OH YEAH...HES READY. 

www.piaystation.com 
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Strut your bad self through 20 intense levels 

of sweeping rivers and dense bamboo forests 

on your quest to defeat the Dragon Master. 
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AUTHENTIC KUNG FU ACTION 



Take on lethal animal enemies inspired by 

Chinese legend, including muscle bound snakes 

and ferocious wild boar. 






Send them flyin' with over 100 character 

moves and authentic Kung Fu attacks like the 

Leopard Pounce and the Monkey Roll. 
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LEGENDARY ANIMAL CLAN BATTLES 



Then, unleash your tiger attacks, and finish em 

off with thrashing claws and razor sharp teeth. 

T'ai Fu putting the "F IT in Kung Fu. 








BEAUTIFULLY ANIMATED ADVENTURE 



That's Chinese For Kick Ass. 
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Trust me. I promise that it is 
only a coincidence that I wrote 
this editorial concerning sequels 
after Sweet Tooth ran me over 
and then attempted to shove a 
bomb down my throat. 



O Don't Expect Many 3's To Be Followed By 4's 
fter a sequel-heavy 1998, I'm more than ready for some original games. Sure, 
1998 gave us Metal Gear Solid and a handful of other unique titles, but it also 
gave us a lot of titles with the number 3" attached to them (including our cover 
story, Gex). This is not to say that these sequels are bad — most of them are 
actually pretty good, but there needs to be more big-budget original titles. The 
good news is that there's a significant chance that 1999 will deliver just that. But why? 

The biggest reason is that the developers who have worked on these franchises for the 
past few years are ready to shift gears. After chatting with a lot of development teams 
over the past few months, I got the sense that many were ready to move on to other 
things. Who can blame 
them? They made great 
games because they have a 
passion for them, and 
improving upon a proven 
formula two or three times 
just isn't going to satisfy 
that passion. I am almost 
certain that if you see 
another Crash Bandicoot or 
Tomb Raider on the current 
PlayStation hardware, it 
won't be from the same devel- 
opment team (although Lara will resurface in Eidos' upcoming Witchblade game next 
year). The only thing that might make these same developers drool over rendling old 
flames is the prospect of new hardware. But the PlayStation 2 is still pretty far away. 

Also consider that there just isn't a whole lot of room to improve many of the existing 
franchises — especially the great ones. The PlayStation still has some untapped power, 
but most gamers just aren't going to be satisfied with a few new changes to their favorite 
game every year (with the exception of sports titles). If they start to make too many 
sequels in a small period of time, companies run the risk of saturating the market and 
burning out the franchises they covet so much. There aren't too many companies dumb 
enough to do that. 

What this all boils down to is that any game whose name has a 3 at the end of it most 
likely won't have a sequel with a 4 on it anytime soon. Also, a lot of the developers that 
were saddled making sequels will probably (fingers crossed) create all-new games to woo 
us with. We're already hearing whispers of fresh titles being in the works, but we might 
have to wait until around May for the E3 trade show to see if 1999 will indeed be a year of 
renewed originality. 

Kraig Kujawa 

Editor in Chief 
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voice that helps readers get more out of their 
PlayStation system by delivering the most current, 
comprehensive and candid coverage of 
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20 ways to Annihilate Alien Trash... 
A Motherload of all-new Weapons! 



Travel through time in an all-new third-person Nukem 

frag-test! Duke annihilates ancient Borne, conquers the Dark Ages. 

lames the Wild West, and knocks em dead in L.A.! 

TIME TO kill gives you more of what you crave. More colossal 

hi-tech weapons! More attitude! More hard-core action! 

More exploration! More of the King of Carnage '"! 

Make 'em History ! 

www.duke-nukem.com 
Available in September at your local retailer. 

Order direct al slore.glinteraclive.com or call 1-800-610-GTIS 
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Play Duke in lull-on third person 
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Blast the past in the Wild West, 
The Dark Ages, and Imperial Rome! 
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Make 'em History in 
? player mode! 
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Other heroes have swords, chainsaws, and vaporizers to deal with their monstrous enemies. In Oddworld, 
all you've got is gas. Abe now has the ability to possess his own farts and blow his enemies away! It's a power 
he's going to need if he's going to stop the Glukkon Meat Barons from making Soulstorm Brew - the only beverage 
made from real Mudokon tears and bones. Fart possession. No other game has it and frankly, we're not sure any 
other game would want it! 
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Available at your local retail store. 
Order direct at www.gtstore.com or call 1 800-610 GTIS 
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Essential* 



Timothy O'Brien 
Claude P. Sheer 
Bob Brown 
Jason Chudnofsky 



at is Expert Gamer 



• lOOOs of tricks 
and codes for all 
console systems! 

• High-detailed 
Maps reveal all 
secrets and items! 
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Playing Tip 
and Strategies 
from the experts. 

Special Features 
on Controllers 
& Peripherals. 
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"...one of the most stran 
PlayStation 



combination of action and strategy" 

■PSM 

{[Exciting... Impressive 3D architecture, 
hting effects, and character movement.." 

■GamePro 



'■■.'// :•*< JtvJ.'l 



'".wo* 



-Tips & Tricks 

"A great game that's a blast to play and comes highly recommended." 

-videogames.com 

"...one of the most innovative entries in PlayStation's adventure category." 

imagine Games Network 



The Award-Winning Sequel to the Award-Winning Tecmo's Deception 

Through the brutal use of brainwashing, the blue skinned Timenoids had 

for centuries ruthlessly dominated their inferior human counterparts. S f -1 S S^ 

These immortal creatures were ingenious in their plans to create a new 

world disorder, cunningly crafting armies of unwary human drones to 

infiltrate and wage war against the one race that possessed the power 

to end their reign of terror — the human. Their plan backfired, though, 

when a young woman named Millennia, brainwashed but not brain-dead, 

arrived on the scene. This is her story. This is your challenge. 



Deception it 
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So Gexxxxxxy! 



■ The famous gecko is 
"sP*^ J back, and he's fogging 
up the television with his 
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steamiest adventure yet! 
Read all about it in this 
in-depth exclusive. 
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TM3 Review 




Play With Your Girl 




life 



Sometimes the only way 
you're gonna get your 
hands on the joypad is 
to share it. We have the 
experts tell us which 
games work like magic. 
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Was 989 Studios able 
to rekindle the fabled 
Twisted Metal magic 
or has Sweet Tooth 
decayed? Find out in our 
comprehensive review. 
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Tomb Raider Strategy 



The Tomb Raider series is 
notorious for being really 
tough. Ease your way 
through the first half of 
the game with the first part 
of our guide! 
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Holiday Buyer's Guide 




Honestly, you don't need a 
fancy feature to tell you 
which games make great 
presents. Check out our 
short-and-sweet buyer's 
guide. It's all you need. 



<ffi 



Contents 



Letters 



You've been writing, we've been lis- 
tening — especially concerning Thrill 
Kill and Square. Also, check out the 
new contests. We just have too much 
stuff that we want to get rid of! 

News 

The next-generation PlayStation 
makes it back into the spotlight, and 
Final Fantasy makes it to the Silver 
Screen. There's plenty of other tid- 
bits, including PaRappa 2 info! 

Previews 

This month we take a peek at Lunar: 
Silver Star Story Complete, Jeopardy!, 
Life, RollCage, March Madness 99, 
Marvel Super Heroes Vs. Capcom and 
Legacy of Kain: Soul Reaver. 

Int. Previews^ 

We take a look at the 3D fighter 
Ehrgeiz from Dreamfactory, Kamen 
Rider, Dragon Valor and Capcom 
Generations Vol. 2 all in this month's 
International Previews section. 



Reviews 



Tomb Raider III reviewed! Need we 
say more? Also, we boogy down with 
Bust-A-Groove, strike-up NBA Live 99 
and put Apocalypse, Asteroids and 
DarkStalkers 3 to the test 



g.e.a.r. 



Crash Bandicoot in figure form heads 
up this month's g.e.a.r. section. And 
there's plenty of other gadget good- 
ies you're sure to want to get your 
hands on. 
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Tricks 



Get a big head in Duke Nukem: 
Time to Kill (literally), Play the Cop 
Chase Mode in Test Drive 5 and get 
codes for all the big football games 
in this month's Tricks section. 

Demo Disc 

After hearing all the talk over Silent 
Hill, you can now try it for yourself on 
our demo disc. You can also play Brave 
Fencer Musashi, Moto Racer 2, T'ai Fu 
and see a video of Syphon Filter. 



Letters 

A glimpse into the demented minds of our readers 




©ear OPM, 
I am a big 
fan of Tomb 
Raider. On page 
144 of Volume 2, 
Issue 2, you have a 
picture of Lara top- 
less. Did you do that 
on purpose or is it 
just me? 
Shawn Fyke 
via the Internet 

Shawn, it's just 
you. The "topless" 
look is simply the 
fact that the shade 
of Lara's shirt can't 
be differentiated 
from the shade of 
her skin in black 
and white. And 
while we're at it, 
the apparent "cen- 
terfold" at the 
beginning of that 
feature is NOT of 
her bare backside — 
it's just that her 
arm is covering the 
top of her shorts 
and the magazine's 
"gutter" obscures 
the bottom. Sickos! 
Get your minds out 
of the, er, gutter. 
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My Square is Back 

Dear OPM, 

I know I'll get a lot of flak for 
writing this, but I feel like getting 
a few things off my chest. I thought 
something had happened to 
Square. Every game they had 
released on the PlayStation was 
missing something. Let me start 
at the beginning: 

My first RPG was Final Fantasy 
II for my SNES. I was hooked. 
Characters in video games that feel, 
think, talk in complete sentences... 
I started buying quite a few games: 
Secret of Mana, FFIII, Chrono 
Trigger — each was a bit different, 
but all were likeable. 

Then the PlayStation came out, 
and to my horror Final Fantasy VII 
wasn't going to be on Nintendo. So 
I got a PlayStation. Tobal No. 1 
came out, the worst fighting game I 
had played since Justice League. 
Bushido Blade was an OK game, 
but it wasn't fun against another 
person because the matches went 
so fast. But it didn't bother me. 
Square was trying new things, not 
RPGs; it could be expected. 

Then came Final Fantasy VII. An 
hour into it I was ecstatic. But the 
next hour was ho-hum, and by the 
time the 10th hour rolled by I felt 
like I was forcing my way through 
it. The music was weak, the charac- 
ters were asses, there were only 
seven of them, they had no facial 
expressions, and there was little 
game between cinemas. Then came 
Final Fantasy Tactics (a weak Ogre 
Battle clone) and Parasite Eve (a 
weak Resident Evil clone). It was all 
but over for Square for me. 

So last Friday I stopped by my 
video store, and they had just got- 
ten in Xenogears. I almost didn't 
rent it; I had all but given up on 
Square. But I did. And I'm glad I 
did. After playing nonstop for the 
three days I had it, I had buy it so I 
could have this gem in my collec- 
tion. It has a wonderful story, plot 
twists galore, likeable characters 
and terrific music. And the anime 



scenes... gold. This is the game 
Final Fantasy VII should have been. 
It was an adult story that didn't 
need profanity to be called adult. It 
had well written, plentiful, thought- 
ful text. A story worthy of noveliza- 
tion. I just can't say enough about 
this amazing game. 

So when you go to the store to 
buy your next game, think about 
Xenogears, too. It's worth every 
penny. Thank you Square, and 
welcome back. 
elgatoepond.net 




Although we wouldn't neces- 
sarily agree with your harsh 
assessment of Square's other 32- 
Bit games, we certainly second 
the Xenogears endorsement. It's 
one of the few "hardcore" (or, if 
you prefer, "old-school") RPGs to 
come along in quite some time. 
Let's hope this trend continues! 

Rampant Speculation 

Dear OPM, 

After reading what little info has 
been printed about the PlayStation 
2, I began to think that I'm not too 
keen on the format change. In my 
opinion, for PlayStation 2 to be 
optimally effective, it should be 
able to play the new PlayStation 2 
games AND the original PlayStation 
games, right down to Tekken, 
Crash Bandicoot, Twisted Metal, 
and Ridge Racer. 

If the PlayStation 2 were to 
change the format to MiniDisc, 
they'd be following in Nintendo's 
footsteps, changing cartridge 
shapes from the NES, to the SNES, 
then to N64. None of the old 
games are compatible with the new 



systems. Sure, it did work out in 
the end for Nintendo, but I think 
gamers would be a lot happier if 
they could carry their old libraries 
over to the new console without 
losing a dime. 

If the PlayStation 2 were compati- 
ble with original PlayStation games, 
the problem Nintendo is now facing 
with its limited library wouldn't 
even cause a buzzing in Sony's ear. 
Jaron Dempsey 
jaron95@hotmaii.com 

Well at this point any specula- 
tion on the new system is just 
that, speculation. As of this writ- 
ing, the new chipset project Sony 
has announced (see this month's 
News section) has not even been 
confirmed as having anything at 
all to do with the PlayStation. 

But you probably don't have 
anything to worry about with 
regards to MiniDisc. Although it 
was bandied about as a possible 
primary storage format, the most 
recent speculation suggests that 
if anything it will be used for 
removable storage, like memory 
cards are now. 

As far as the backward- 
compatibility issue is concerned, 
it could be a possibility. If Sony 
does decide to go with DVD as a 
format, the system (like other 
DVD players) should be able to 
read CDs as well. Experts specu- 
late that it would be a relatively 
simple thing to include hardware 
which would allow the new sys- 
tem to play the old games— in 
effect, the box could have both 
systems onboard. 

We stress that this is all 
speculation; as of this writing, no 
official specifications have been 
released. An announcement with 
further details is expected within 
the next month, but rumor has it 
the new system will blow away 
any system yet released— or 
announced. Check in with us on 
videogames.com to see what was 
revealed, and then tune in next 
month for an in-depth story. 



How do you like the mag? What about the design? Are we leaving anythin- 

Let us know! 

To get special attention as far as design and content issues go, label your letters or e-mails 

with the heading: PlayStation Magazine suggestions c/o the Official U.S. PlayStation 

Magazine at the addresses on the final Letters page. 
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Letter of the Month 



Dear OPM, 

Thank you for a surprisingly fresh look at "censorship" in games 
[Editorial; Vol. 2, Issue 3, p. 6]. Like you, I shuddered when Thrill Kill 
was killed, not because my rights of expression had been violated, but 
because I just knew that countless gamers would jump at the chance 
to voice their opinions on the issue. Nothing wrong with that, but the 
predictably predictable rants got old after about the first two days. 

Personally, I was glad to see Thrill Kill killed for numerous reasons. 
First, just as there are always loonies in the background waiting to 
spring forth and defend the offensive, there are just as many fanatics 
waiting for something offensive to rear its ugly head so they can grab 
a few headlines trying to cut it off. This is a phenomenon as old as 
gaming itself. I've been playing games so long that I can remember an 
old arcade game called Boot Hill. The goal in Boot Hill was to get your 
little stickman cowboy to kill the other stickman cowboys on the 
screen. When you did, the opposing stickman cowboy turned into a 
rather innocuous-looking tombstone accompanied by a digital render- 
ing of the funeral march. Despite the crude graphics and humorous 
tone of the game, it made headlines as well-meaning moms and dads 
tried to have the game banned due to its "violent" theme. As a result 
of the hubbub I went and tried the game. As is usually the case with 
games like this it grew very old very quickly as the "novelty" factor 
wore off. The last thing gaming needs now is something to drag the 
Senator Liebermans out of hiding. 

Second, games like Thrill Kill are seldom designed to add anything 
to gaming. They exist only to shock and outrage and sell thousands of 
copies to gamers who would be better off spending their gaming bucks 
on a little counseling. Look around at the various gaming sites on the 
Web. Almost to a man, they said that while the four-player option 
added a little variety, the graphics and control were definitely subpar. 
Even though I have owned practically every home system sold in the 
States since Pong came out, I have never owned any version of Mortal 
Kombat. As much as I like fighting games, I just don't want to pull 
anyone's spine out — not even in simulation. 

Third, I now have children of my own who are starting to develop 
an interest in gaming. While video game violence is almost impossible 
to avoid, and not necessarily harmful, taking anything to an extreme, 
especially in the presence of children, is never a good thing. My young 
twin girls love to play the Tomb Raider games with me, but as a par- 
ent, I would cringe if I saw my children inflicting the pain and suffering 
shown in games like Thrill Kill. 

Lastly, I just want to point out to everyone that their freedom of 
expression has in no way been violated by EA's decision to kill Thrill 
Kill. Gamers are just as free as they ever were to develop, program 
and distribute any game they want to. Bravo to you, Mr. Kujawa, for 
taking such a bold stance in your editorial. And bravo to Electronic 
Arts for killing Thrill Kill. 
Gary O'Neal 
Songwriter@ilovelara.com 



Do you think you have what it 
takes to write the Letter of the 
Month? Send us your timely, 
original, well-written expositions 
on the state of the video game 
world and you too could win an 
official OPM Box of Joy. New 
surprise goodies every month! 
Enter early, and enter often! 
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"Yes" Box, "No" Box 

Dear Lara Croft, 
I think your games are awesome. 

Do you have a boyfriend? 

Can you give me codes? 

Where are you from? 

I'm from West Virginia. Send me a 
real-life picture of you if you can. I 
am a big fan of your games. Sign 

here if you want. 

Your fan, 
Teddy Pigeon 
Falling Waters, WV 
P.S. I think you're pretty. 

Dear Teddy, 

Thanks for all your nice words. 
You're a very flattering young 
man. Unfortunately, I'm so busy 
travelling the world to collect 
precious artifacts that I just don't 
have time for a boyfriend. But 
keep buying my games and you 
can see me whenever you want! 

Love, 

Lara 

Officially Speaking 

Dear OPM, 

I started buying the magazine 
a couple of issues ago, and I am 
loving it. Originally I stayed away 
from your magazine, believe or not, 
because of the word "Official" in 
the title. I thought that by being 
OFFICIAL, you were to kiss some 
serious butt, and give great ratings 
to ALL the games. But I was wrong! 
I bought the October issue just for 
the demo of Metal Gear Solid and I 
was very surprised with the maga- 
zine. You have great reviews that 
give good ratings only when the 
game deserves it. Congratulations! 
Juan Carlos Toro 
jctoro0aracnet.net 

Thanks I We made sure when 
we worked out the "official" deal 
that we'd be able to retain our 
independence. To their credit, 
SCEA realized that's best for all. 



Oast month, you 
got to witness 
how much fun 
a few ambiguous 
pictures and late-night 
brainstorming sessions 
can be in "Solid Snake: 
Declassified." Now you 
too can have your shot at 
history with the P M 
Caption Contest! Every 
month, we'll run a game- 
related picture or screen- 
shot. Your job is to write 
a humorous caption for 
it and submit it to us at 
any of the addresses on 
the following page. The 
winner will be chosen by 
the following scientific 
method: We'll read them 
all, and the one that 
makes us laugh our asses 
off will get the prize. In 
the event that different 
submissions induce equal 
amounts of helpless 
laughter, we'll take a vote 
or something. Anyway, 
we'll figure it out, and 
send you (meaning you, 
singular, the winner — not 
you, plural, the readers) 
a new game (a good new 
game) of our choosing. 
Now, see what you can do 
with this pic left over 
from last issue's feature: 




[You didn't really think those were 
the official rules, did you? For all 
the legal stuff on this and our other 
contests, please refer to page 151. ] 
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Kayak rapids and motorcycle your escape 
from environments that will lose your mind. 
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Explore dark 



with a set of 9mm's as your passport 



caverns. 
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11.800.771.3772 
Game Rating information 
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Letters 



A glimpse into the demented minds of our readers 



©id you buy a 
copy of our 
magazine 
that did not 
contain a demo CD? 
Within 60 days 
from the time of 
purchase, simply 
send the receipt in 
an envelope marked 
"0PM Replacement 
Disc" to the address 
below with the 
name and address 
of the store plus 
your phone number 
and address and 
we'll send you the 
disc. Make sure you 
specify which month 
the corresponding 
disc belongs to in 
order to ensure you 
get the right one. 
Also, if you have 
a malfunctioning or 
non-working demo 
disc, call SCEA at 
1-800-345-SONY. 
They will provide 
instructions to 
obtain repair or 
replacement ser- 
vices. For more 
information see 
this month's Demo 
Disc section. 



More With Less? 

Dear OPM, 

There has been a lot of specula- 
tion in recent months concerning 
when Sony will announce a new 
system. Everyone is anxious for the 
new-and-improved graphics that a 
new system will promise. Let's face 
it, fewer and fewer games really 
shock us with visuals like they did 
when the PlayStation first hit the 
market. I do not see this as such a 
bad thing. When a system is young, 
graphics sell games. Now that the 
capabilities of the PlayStation have 
been fully exposed, game designers 
are forced to do just what their 
name says: design. No longer will 
great graphics carry a game to suc- 
cessful sales. The PlayStation is 
beginning to show its age, but 
designers are combatting that 
with fantastic games. Look at Metal 
Gear Solid, Devil Dice, Crash 3, 
Colony Wars: Vengeance and Gran 



Turismo. These games show how 
much the PlayStation can do with 
fantastic design to complement its 
graphic capabilities. 

We are truly in the midst of the 
greatest time to be a PlayStation 
owner. Let's savor it for a while. 
Sony has the right idea to wait to 
announce the new system. Game 
designers are doing their best work 
since the system was released. I am 
in no hurry for shallow games with 
great graphics that tend to be 
released with a new system. We 
have to admit that even our 
beloved PlayStation suffered these 
growing pains. I don't think the 
"Playstation 2"can avoid them, 
either. 

Rodney Dunn 
via the internet 

The only problem with holding 
off for too long is that a new sys- 
tem may be in the unpleasant 
position of playing catch-up. 



Right now, it appears that Sony 
is poised to make a major 
announcement about a forth- 
coming system, which (surely not 
coincidentally) will certainly take 
some of the wind out of their 
competitors' sails. At the same 
time, an announcement at this 
point— even ff the system were 
not scheduled to be released in 
the States for another couple of 
years — would assure PlayStation 
owners that their company has 
plans for a system powerful 
enough to blow its competitors 
out of the water. Then we can alt 
just sit back, get comfortable and 
watch ft happen. 

DO YOU HAVE ANY QUESTIONS ABOUT 
YOUR SUBSCRIPTION TO OPM? POINT 

your browser to httpV/subscribe. 
playstationmagazine.com/service 
and fill out the appropriate form. 
With a credit card, you can even 
start a new subscription! 



A Kinder, Gentler Reader Art 



Every month we'll be picking one exceptional piece as our Reader Art of the Month. The creator of the winning work 
will have his/her piece published and will receive a new game (a good new game) in the mail— so include your mailing 
address with all submissions. Runners-up (as many as we want, 'cause it's our magazine) are printed as well. Good luck! 

Check out this month's artists (clockwise 
from right): Chris Kirchner, LtSnakel@ 
aol.com; Charlie Galbreath, Jr., CEG007@ 
iamerica.net; Jenny Wilkes, Little Rock, 
AR; and this month's Reader Art of the 
Month winner, Lorna Boyne of Silver- 
wood, Ml. Congratulations, Lorna! Your 
new game is on its way! 







snail mail: 



fax: 



l PlayStation Magazine 

I P.O. Box 3338 

I Oak Brook, IL 60522-3338 



If you need to 
reach us now 
630 382 9010 



e-mail: 



opmezd.com 

and check us out on 

www.videogames.com 




T:j1T 



REACHES 



www.jaleco.com 



JMLECO 



Neclaris: Military Madness 6 1993 Hudsonsoft. Licensed by Jaleco Jaleco and the Jaleco logo are registered 
trademarks ol Jaleco Lid. PlayStation and the PlayStation logos are registered trademarks ot Sony Computer 
Entertainment Ine The ratings icon is a trademark ol the Interactive Digital Software Association 



PlayStation 



CAUTION: 

THIS CAR MAKES SUDDEN EXPIOSIONS". 





trademarks uf Sony Computer Entertainment Inc Dual Shock is a traden: 
s characters are trademarks ot Sony Computer Entertainment Ameitca if 



k ol Sony Computer EMMtMlMfll 

w;i Siiidiiis .tint the ;Mt Stiiifuis 



& 





TRUST U 

IT'S NOT THE CALORIES , '• 
THAT'LL KILL YPU. 

Sweet tooth is back and he's armed to 
the hilt. featuring 10 deadly worlds, 12 
unique combat vehicles and an intense 
deathmatch arena, this game is packed 
with bone-jarring, neck-snapping auto- 
MOTIVE mayhem. Throw in explosive 

MUSIC BY ROB ZOMBIE, POWERFUL NEW 
WEAPONS, KILLER COMBO MOVES, AND TWISTED METAL III 
WILL DESTROY YOU FASTER THAN A 1 6-SCOOP SUNDAE. 





life on The road is hell. 



News 



A monthly wrap-up of all the information for your favorite system 



For up-to-the-minute gaming news, check out www.videogames.com 
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PlayStation 2 Ally Emerges? 



As competition for the video game hard- 
ware market begins to heat up, the first 
rumblings about the next PlayStation 
have begun. Amidst the current speculation 
about the machine comes a report from Japan's 
Nikkei Electronics Wire reporting that Sony and 
Toshiba are working together to develop a 
chipset for Sony's next machine (frequently 
called PlayStation 2, PlayStation Next, etc.). 
An announcement is expected in Japan in 
November '98, with the predicted date the 
console could be released as soon as late '99. 
The chipset itself will be introduced at the 
IEEE International Solid-State Circuits 
Conference next February (an expo for chip 
makers). Composed of two chips, the chipset is 
made up of a Digital Signal Processor (DSP) and 
a new RISC-based (Reduced Instruction Set 
Computer) processor. These two chips are 
believed to be for the PS2, although at this time 
there has been no official announcement 
regarding Sony's next machine. 
The 10,500,000 transistor, 250 MHz DSP will 
combine 14 accumulators for floating point 
calculations, to aid in processing rich 3D 
graphics. Another rumor suggests 
that Sony's next machine will use a 
more advanced form of 3D graph- 
ics called NURBS (or Non-Uniform 
Rational B-Spline), thus evolving the look of 



Akuji Gets the Shaft 

The star of Crystal Dynamics's new 
action/adventure game Akuji the 
Heartless has been revealed as none 
other than Richard Roundtree, star 
of the classic '70s Sexploitation 
action flick Shaft, as well as Shaft in 
Africa and Shaft's Big Score. 
Roundtree will lend his unique voice 
as the game's lead character Akuji 
when the game hits this December. 
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Konami Assassinates "Japan" 
Game's Name. 

Now known as Shogun Assassins, the first 
game from Konami's new development stu- 
dio in Sapporo is already turning heads. 
With a visual style similar to Resident Evil 
(prerendered backdrops and real-time char- 
acters), this action/adventure title lets you 
control one of two warriors investigating a 
rash of recent deaths in your village. SA 
invades Japan this summer. 




computer graphics to near CG-cinema quality. 

NURBS is a technique that allows developers 
to specify 3D surfaces on object in an environ- 
ment. For instance, when a player is shooting at 
a wall, a programmer can make that surface 
take damage as it would in real life, actually 
indenting or curving the original polygon used 
to create it, instead of drawing new polygons. 

Additionally, the DSP will contain a hardware 
MPEG-2 decoder (used to decode DVD movies). 
If this report is true, gamers may be playing 
DVDs on a console in addition to playing 
games. Also running at 250MHz, the RISC 
microprocessor, using MIPS architecture, wilt be 
two-way super scaler, with more than 100 new 
multimedia extensions. Internally, the RISC chip 
will combine an 8K data cache, a 16K com- 
mand cache and 16K of internal RAM. 
No word yet on what bit depth the 
new Sony/Toshiba chip will run at. 



DVD or Not to Be? 

iba is one of 10 companies that 
own rights to the DVD format (Sony is 
another). They are advocates of the 
medium, and it would be to their advan- 
tage for the PlayStation 2 hardware to 
implement the DVD media format. 



You Still Gotta Believe! 

When PaRappa the Rapper hit Japanese 
shelves over a year ago, it was an immediate 
success. A sequel seemed 
inevitable, and it's finally 
about to happen — next 
spring, PaRappa the 
Rapper 2 will hit store 
shelves in Japan, featur- 
ing new characters 
in an expanded world 
of whimsy. 
PaRappa 
artist 
Rodney 
Greenblat 
told 
Reuters 

that the game is "going 
to be more elaborate 
and very experimental, 
with a lot of new, 
original stuff." 
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A monthly wrap-up of all the information for your favorite system 



Final Fantasy Movie No Longer a Dream 



How do you follow-up years of making 
great games that feel like movies? If 
your name is Square, you start making 
movies! Square recently made it official that 
it's working on Final Fantasy: The Movie for 
release in 2001. The company says that this 
will be the "first computer-generated, ani- 
mated motion picture with photo-real human 
characters," and from the looks of it, this is 
the first step a game company has made 
toward making a feature-length CG movie 
based around a game series. 

Columbia Pictures will distribute the movie 
worldwide (except for Japan and Asia). 
"Those of us who have witnessed the 
phenomenal success of Final Fantasy VII on the 
PlayStation game console are delighted to be 
part of bringing the film version to the public," 
stated Chris Lee, president of production at 
Columbia Pictures. 

Square says that the movie will be set on 
Earth circa 2065 and will be inspired by the Final 
Fantasy series of game titles in a story about life 
and death. Based on the recent success of comput 





er animated flicks like Antz and Toy Story, Final 
Fantasy - The Movie has the potential to be even 
bigger, especially considering the game's long his- 
tory. Square's ambitious goal is to be the first to 
simulate truly authentic human emotions and 



movements through com- 
puter graphics. All this 
takes an amazing amount 
of computing time — report- 
edly a full day to render 
just one second of movie 
footage. The images you 
see here were created for 
testing purposes and will 
not be in the final movie, 
but they give you a good 
idea of the high level of quality you can expect. 
Square is using Maya, a new 3D rendering and 
animation program by Alias/Wavefront, for all the 
models and rendering on the film. 

"Final Fantasy: The Movie will be the realization 
of a dream to create a brand-new form of enter- 
tainment uniting computer games and motion pic- 
tures, using the latest in CG animation technolo- 
gy," said Hironobu Sakaguchi, director of Final 
Fantasy: The Movie and president of Square USA. 
"With this film, I want to create entertainment that 
touches the imagination of new generations by 
setting the viewer on an exciting voyage of per- 
sonal discovery." 

Production of the movie is currently taking place 
at Square's Honolulu studio. 




Ridge Racer Type 4 Extra Goodies 



When R4: Ridge Racer Type 4 
hits shelves in Japan on Dec. 3, 
it'll come with an extra disc 
containing some great bonuses. 
First, is a cleaned-up version of 
the original Ridge Racer called 
the High Spec Version that runs 
at a smooth 60 frames-per-sec- 
ond. Also included on the sec- 
ond disc is a catalog where 
players can browse info on 
Namco's PlayStation releases, 
guidebooks and peripherals and 
play demos of Libera Grande, 




Tales of Destiny, Tekken 3 and 
Klonoa. R4 was also recently 
reported to be compatible with 
the new PocketStation 
PDA/memory card 



10 Things 

We Think We 

Think This Month 



You're going to start hearing a lot 
of games promise all sorts of fea- 
tures that are "just like Metal 
Gear Solid". 

Crash Bandicoot: WARPED! will 
be the last Crash game on the 
current PlayStation hardware. 
We haven't seen the last of 
him though. 

It's about time Warhawk got a 
sequel. Only this time, please, hire 
real actors. 

Ridge Racer Type 4 will be 
unimaginatively dubbed the "Gran 
Turismo killer" way too many 
times by the gaming press. 
Hell, maybe we'll say it a few 



Mr. Domino can't be stopped. 
We're pretty sure about this one. 




EA's decision to release NBA Live 
99 during the lockout wasn't very 
wise. At least Shaq will have some 
way to practice his free throws 
during negotiations. 

Konami's Beatmania game and DJ 
controller need to be brought 
over to the U.S. We can't allow 
Japan to corner the market on 
groove technology. 

The Dual Shock is the best all- 
around controller ever released 
for any system. Now if they'd just 
loosen up that D-pad for fighting 
games... 

The Contra series deserves much 
better than its crappy PlayStation 
sequels. 

Jaleco is actually going to release 
a game called 'Irritating Stick'. A 
shame it just missed our list of 10 
games you can play with your 
girlfriend. 



Source: Sony Computer Entertainment of America 
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There are burly, uncharted riding environments out there and 
the only way you can get there is jump on a hoverdek and 

follow Mia and Xako. 

Are you ready for 50 levels, f ive ZOneS (including 
desert, jungle and an underworld), psycho-penguins, 
crushers, bosses, wormholes and teleports? 

If you're good, you can learn new tricks to 



someone might even pay horn 
skills with a righteous tattoo. 
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[ www.shadowmadness.com ] 



n Arkose, things aren't as they seem. A bizarre plague has swept the land, 

bringing vile creatures out of the shadows, and leaving piles of dust where 

LP 
your friends and relatives once stood. And you've got to put a stop to it „. 

before it puts a stop to you. It's an epic RPG with complex battle scenarios. *w 

n 

Customizable weaponry. And three styles of magic. Because you re gonna 

need all the help you can get. Shadow Madness strikes in February 1999. r^- 
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News Bits 

Tenchu Re-deux 

THE FACTS: Seems that Sony 
Music Entertainment liked the 
changes Activison made to 
Tenchu for the U.S. market so 
much that they're planning to 
rereiease the game in Japan in 
a new Director's Cut edition. 
THE RUB: Don't be surprised if 
you see this happening more 
and more often with other 
games that are improved for 
the Western market, like Metal 
Gear Solid. 

"Hello, am I Speaking 
to the Gamer of the 
House?" 

THE FACTS: Interplay has been 
using telemarketing to sell their 
various PlayStation titles like 
Heart of Darkness. 
THE RUB: You know the 
PlayStation has hit the main- 
stream when companies start 
using the same tactics to peddle 
their games as insurance firms 
and long-distance carriers. 

Metal Gear Sales 

THE FACTS: Konami reported 
that sales of Metal Gear Solid 
topped 350,000 in its first 
week on sale in the U.S. 
THE RUB: It looks likethere's 
gonna be a lot of presents 
under the trees of Konami 
employees this holiday season. 

Activison Believes 
in Legends 

THE FACTS: Activison recently 
announced it will bring 
Guardian Legends, an action- 
RPG with virtual-pet elements, 
to the U.S. this March. The 
game focuses on a quest to 
reunite a baby monster with 
its mother. 



THE RUB: Guardian Legends 
was developed by Tamsoft, the 
makers of the Toshinden 
games — which can be seen as a 
good or bad sign depending on 
who you ask. 

Atlus Seeks Your 
Advice 

THE FACTS: Atlus asked 
gamers if they should bring the 
PlayStation version of Soul 
Hackers, an RPG from the mak- 
ers of Persona, to the U.S. A 
special e-mail account was cre- 
ated where gamers could voice 
their support. 
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THE RUB: Soul Hackers is the 
latest in a long line of very 
popular games in Japan (the 
Shin Megami Tensei series), 
and the Saturn version earned 
good reviews there when it was 
released last year. Gamers 
spoke out overwhelmingly in 
favor of the game and Atlus 
wants to do it, so now it's all 
up to Sony to decide whether 
they will approve it or not. 
We should know the verdict 
next month — keep your 
fingers crossed. 



Hudson Sets Bloody 
Release 

THE FACTS: Hudson recently 
announced plans to release 
Bloody Roar 2, the sequel to its 
popular human/animal 3D 
fighter, on the PlayStation in 
Japan this January. 
THE RUB: Alright, there are 
plenty of fighters for the 
PlayStation already, but how 
many of them let you kick six 
foot tall bunny ass? 




989 Opens New Studio 

THE FACTS: 989 Studios, devel- 
opers of such big name games 
as GameDay and Twisted Metal 
3, announced they will be 
opening a new development 
studio in Santa Moinica, 
California. 

THE RUB: Supposedly the 
minds behind the Twisted 
Metal and Jet Moto games will 
now reside in the new Santa 
Monica studio, and we suspect 
big things may be underway 
there already for Sony's next 
machine. GameDay, perhaps? 

EA Nabs Pro Boarders 

THE FACTS: Electronic Arts has 
acquired the rights for X-Games 
Pro Boarders. 

THE RUB: Apparently EA was 
getting concerned a sport exist- 
ed they actually didn't have a 
game for — look for rollerblad- 
ing, water polo, and maybe 
even dwarf-tossing soon. 



Are you planning on buying 
a PocketStation? 



649 Yes 



668 No 



468 Undecided 



The Results Are In 

Which game are you most excited to 
play on the PocketStation? 

184 Ridge Racer Type 4 



1470 Final Fantasy VIII 
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183 Crash Bandicoot 3 
118 Monster Rancher 2 

315 Street Fighter Alpha 
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Top 10 



Special thanks to the many readers who hav 
responded to Import Game Request! Check 
out our International previews and tell us 
what you want! 

Readers' Import Request 

1. Dragon Quest VII Enix - RPG 

2. Final Fantasy VIII Square - RPG 

3. Ehrgeiz Square - Fighting 

4. RPG Maker Ascii - RPG 

5. Thousand Arms Atlus - RPG 

6. Policenauts Konami - Adventure 

7. Slayers Royal Gainax - Simulation 

8. Macross Digital Mission VF-X 
Bandai - Action 

9. Baby Universe SCEI - Misc 

10. Tails of Phatasia Namco - RPG 

Japan's Top 10-seiiing 

PlayStation Games 

September sales rankings courtesy of The 
PlayStation Magazine Weekly, SOFTBANK: 

1. Legend of Legaia SCEI - RPG 

2. Beat Mania Konami - Misc 

3. Super Robot Wars Banpresto - Strategy 

4. Simple 1500 Series Mahjong Culture 
Publishers - Puzzle 

5. Metal Gear Solid Konami - Adventure 

6. Sampaguita SCEI - Adventure 

7. SD Gundam G-Generation Bandai - Sim 

8. Spectral Force 2 Idea Factory - Simulatior 

9. Itadaki Street Gorgeous King Enix - Puzzl 

10. Kamen Rider Bandai - Fighting 

U.K.'S Top 10-Selling 
PlayStation Games 

September sales rankings courtesy of Chart 
Track, 9ELSPA 1998: 

1 . Spyro the Dragon Sony - Action 

2. Formula 1 '98 Psygnosis - Racing 

3. TOCA Touring Car Championships 
(Platinum) Codemasters - Racing 

4. Tekken 3 Namco/Sony - Fighting 

5. Resident Evil (Platinum) Virgin - 
Adventure 

6. Crash Bandicoot (Platinum) Sony - Action 

7. Grand Theft Auto (Platinum) Take 2 - 
Action 

8. Tenchu Activison - Action 

9. V Rally (Platinum) Infogrames U.K. - Racin 

10. Colin McRae Rally Codemasters - Racint 

(Note: Platinum is the U.K. equivalent of 
Greatest Hits domestically.) 



Import Came Request Winner 

January Winner 

Adam Julian 

Oakland City, IN 47660 

Vote for your most-wanted PlayStation import 
games and you can have a chance to win a free 
video from Manga Entertainment (see p. 183 for 
contest rules). Send your requests via e-mail, sn; 
mail, fax or online to the addresses listed in the 
Letters section. Do it now! 




GameStick. 
PlayStation. 

INTEGRATED 
JOYSTICK + GAriEPAD. 

The time has come for 
you to play in ways you 
haven't dreamed about. 

The mindbending 
new GameStick for the 
PlayStation game console, 
from CH Products. 
All in one. Dual-analog. 
Deadly accurate. 

It's your time to play. 
For the rest, 
it's time to pray. 



760.598.2518 www.chproducts.com 



PlayStation and PlayStation logo* arc registered 
trademarks of Sony Computer Entertainment Inc. 



Top 20 



The best-selling U.S. PlayStation titles as reported by the nation's top retailers 
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Madden NFL 99 



(OOOOC) 



Publisher: EA Last Month: 4 Genre: Sports Release Date: Aug. 1998 

Football season has kicked into high gear, and the football games have as well. 
Expect to see these two near the top for a while to come. 



NFL GameDay 99 
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Publisher: 989 Studios Last Month: 6 Genre: Sports Release Date: Aug. 1998 
Another great football game, NFL GameDay 99 still needs a bit of work in the 
area of realism. But for those looking for more action, it's ideal. 

Parasite Eve 



J 



Q 



Publisher: SquareSoft Last Month: — Genre: Action Release Date: Aug. 1998 
Plenty of people have been intrigued by Square's cinematic thriller. Sure, 
there's not much of a cerebral challenge, but the story is plenty spooky. 

WWF War Zone 
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! Publisher: Acclaim Last Month: 1 Genre: Action Release Date: July 1998 
At last, Acclaim gives guys a chance to play dress-up with the amusing 
Create-A-Wrestler Option. 

Crash Bandicoot 2 
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| Publisher: SCEA Last Month: — Genre: Action Release Date: Oct. 1997 

Sure, Crash 2 may have been an impressive game, but Crash Bandicoot: 
WARPED is even better. Just wait 'till next month. 



Q NFL Blitz 




(OOOOO) 


Publisher: Midway 


Last Month: — 


Release Date: Sept. 1998 


Q Gran Turismo 




(OOOOO) 


Publisher: SCEA 


Last Month: 3 


Release Date: May 1998 


Q Spyro the Dragon 


(OOOOO) 


Publisher: SCEA 


Last Month: — 


Release Date: Sept. 1998 


Q Twisted Metal 2 


(OOOOO) 


Publisher: 989 Studios Last Month: — 


Release Date: Nov. 1996 


Qj) NCAA Football 99 


(OOOOC) 


Publisher: EA 


Last Month: 2 


Release Date: Aug. 1998 


Q) Cool Boarders 2 


(OOOOO) 


Publisher: 989 Studios Last Month: — 


Release Date: Nov. 1997 


50 Tekken 2 




(OOOOO 


Publisher: Namco 


Last Month: — 


Release Date: Aug. 1996 


CB NASCAR 99 




(OOOOO) 


Publisher: EA 


Last Month: — 


Release Date: Sept. 1998 


Q Tomb Raider 




(OOOOO) 


Publisher: Eidos 


Last Month: 8 


Release Date: Nov. 1996 


Qj Tenchu 




(OOOOO) 


Publisher: Activision 


Last Month: — 


Release Date: Sept. 1998 


(Q Tekken 3 




(OOOOO) 


Publisher: Namco 


Last Month: 7 


Release Date: April 1998 


(Q WCW Vs the World 


(OOOCO) 


Publisher: THQ 


Last Month: 12 


Release Date: March 1 997 


23 Jet Moto 2 




(OOOCO) 


Publisher: 989 Studios Last Month: — 


Release Date: Nov. 1997 


ED Crash Bandicoot 


(OOOOO) 


Publisher: SCEA 


Last Month: 10 


Release Date: Sept. 1996 


Qj) Tetris Plus 




(OOOCO) 



Publisher: J aleco Last Month: 19 Release Date: Oct. 1996 



Top 70 Most Wanted 

As compiled by our attractive, intelligent readers 



Metal Gear Solid Apparently, everyone's looking for 
a second copy, 'cause they wore the first one out. 

Crash Bandicoot: WARPED It all comes together 
in Crash's third adventure. 

Silent Hill Resident Evil, Schmesident Evil. Just try 
not to be scared by Silent Hill. 

Tomb Raider in Check out this month's review to 
see how this one turned out. 

Bust A Groove Forget "Chop, Kick, Block" — it's 
time to shake your booty. 

Quake II They said it couldn't be done, but we've 
seen it in action, and so far it looks sweet. 

Final Fantasy VTJI Will Square address the issues 
people had with FFVII? 

Parasite Eve The lovely Aya Brea embarks on a 
creepy New York adventure. 

Xenogears Square has unleashed this epic RPG, 
more than satisfying fans of the classics. 

South Parh No official word yet on how similar this 
will be to the hysterical N64 version. 



' Congratulations to our December Top 10 \ 



: Beth McKoin - 



Beth McKoin's Top Five 

Our monthly contest winner's top-five picks 



I A Bug's Life Well, the movie may be spectacular, 
' but the game's sort of a stinkbug. 

| Tomba You can't help but love its classic platform- 
I ing action with an RPG twist! 

| Triple Play 99 Really? Hmm, we'd suggest MLB 99; 
I but, hey, it's your dime. 

| NBA Live 99 Well, hopefully the lockout will be over 
I by the time you read this. Hopefully. 

| Team Losi RC Racer At this point, it's probably 
I better to hold off until you get a look at Revolt. 



Editors' Top 5 

What we've been playing instead of working 



I Silent Hill It's the stuff nightmares are made of. See 
I this month's disc for a nightmare of your own. 

| Legacy of Kain: Soul Reaver An extensive preview 
I version has us eager for a finished copy! 

I Lunar: Silver Star Story Complete This update to 
I the classic game brings back fond memories. 

| Bust A Groove You can't help but love a game with 
I dancing aliens in it. 

Metal Gear Solid Yep, this game's still making the 
rounds on our staff. We just can't get enough! 



Send your votes for the Readers' 10 Most Wanted games to: Official 
PlayStation Magazine Attn: Readers' 10 Most Wanted, P.O. Box 3338, 
Oak Brook, IL 60522-3338 or e-mail us at: dan peluso zd.corn or visit 
the OPM section on videogames.com 
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THE LATEST IN AUTOMOTIVE CARNAGE 

FROM SlNGLETRAC, THE MILLION-SELLING 

DEVELOPER OF CAR COMBAT! 
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PlayStation 



GTIn 
Software 



I www. gtgames. con 



ouetrin.com 

HINT? (£) 1-900-CALL-2GT 



Interactive Software Coip. All Rights Reserved. Created Uy SiniKTn 
Tecrinologies. Inc. Published and distributed by OT Interactive Software Corp. The 01 logo is a registered trademark o( CT 
Interactive Software Corp. Rogue Trip, Vacation 2012, SmgleTiac and the SingleTiac Logo aie trademarks ot Single! 
Emertaumienr Technologies. PlayStation and the PlayStation logos are registered tiadem3ihs of Sony Computer Entei 
Inc All othei trademaiks are the property ol their respective companies. 
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News 

A monthly wrap-up of all the information for your favorite system 




Coming Soon 

Compiled by John Stockhausen with expert input from Johnny Masthead 

January 



Army Men 3D 


3D0 


Action 




Clock Tower II: The Struggle Within 


Asdi 


Adventure 




Dead in the Water 


ASC Games 


Action 




Eliminator 


Psygnosis 


Action 




Irritating Stick 


Jaleco 


Puzzle 




Marvel vs. Street Fighter Capcom Fighting 




Monster Seed 


SunSoft 


Strategy 




lamj';,i."::vti ■ 


Electronic Arts 


Sports 




Tiny Tank: Up Your Arsenal 


MGM Interactive 


Action 


WCW/nWo Thunder 


THG- 


Action 



February 



Beavis & Butt-head do Hollywood GT Interactive 

Blast Radius Psygnosis 

Hard Edge SunSoft 

K 1 Revenge 

Legacy of Kain: Soul Reaver 

NBA In the Zone 99 
, NHL Blades of Steel 

Pro 18 World Tour C 
. Shadow Madness 

Silent Hill 

Street Fighter Alpha 3 Capcom 

Syphon Filter 

War Zone 2100 Eidos 





Crave Entertainment 


Konami 
Capcom 


989 Studios 



March 



3 Xtreme 


989 Studios 


Sports 


All-Star Tennis 99 


Ubi Soft 




Attack of the Saucerman 


Psygnosis 


Action 




Carmageddon 2 


Interplay 


Action 




G Police 2 


Psygnosis 


Action 




Jeff Gordon XS Racing 


ASC Games 


Racing 




Rampage Universal Tour 


Midway 


Action 




RollCage 


Psygnosis 


Racing 




Shogun Assassins 


Konami 


Action 


Silhouette Mirage 


Working Designs 


Action 


Tail Concerto 


Bandai 


Action 


Xena: Warrior Princess 


989 Studios 


Act.on 








Clockwise from top: Jeff 
Cordon XS Racing, Freestyle 
Boardin' 99, Army Men 3D, 
March Madness 99. 



Future Releases 



Age of Empires 




Psygnosis 


Strategy 




Bass Landing Ascii Sports 




CROC 2 




Fox Interactive 


Action 




Dead Unity THp Action 




Earthworm Jim 3 




interplay 


Action 




High Heat Baseball 3D0 Sports 




Jackie Chan's Stunt Master 


Midway 


Action 




Macross VFX 2 




Bandai 


Shooter 




Monster Rancher 2 




Tecmo 


Strategy 




Pac-Man 3D 




Namco 


Action 




Populous: the Beginnln 


3 




Strategy 




Professional Sports Car 


Racing 


Electronic Arts 


Racing 




Rat Attack 




Mindscape 


Action 




Revolt 




Acclaim 


Racing 




Saboteur 




Eidos 


Action 




Shao Lin 




THQ 


Fighting 




Soldner'schild Koei Action 




Star Trek: Klingon Academy 


Interplay 


Simulation 


Superbikes 




Electronic Arts 




The Golf Pro 




Empire Interactive 


Sports 


Urban Assault 




IST^H^^l 




Urban Chaos 




Eidos 


Action 




Viper 




Infogrames 


Action 
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"Make your enemy feel the BANG as you 
beat him mercilessly with everything from 

briefcases tO Stop Signs." - Diamond Dallas rage 



www.thq.com 

www.WCW.com 



Choose from over 60 WCW and NW0 Wrestling Superstars, including 
Hollywood Hogan, Goldberg, Kevin Nash, and Diamond Dallas I*age! 

Signature Moves, Tons of Weapons, and the 

No-Escape Justice of a 15-Foot High Steel Cage! I 



Full-Motion Video Entrances and Exclusive Rants! 



01998 WorW Championship Wrestling. Inc. A Time Warner Company All rights reserved WCW™ and NWO" 

— tnse to Work) Championship Wrestling, Inc.PlayJ" * " 
THQTMI998THQINC. 
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An extreme racing experience that takes you into the future 
of speed, and leaves all other racing games behind. 

Jen Gordon XS Racing Arrives March 1999 



Windows® 95 



PC CD-ROM 



Developed by 



ASC Games® is a registered trademark of American Softworks Corporation. © 1998 
American Softworks Corporation. Jeff Gordon® XS Racing™ is a trademark of ASC 
Games®. ©1998 JG MotorSports Inc. Developed by Real Sports. ® PepsiCo, Inc. 1991 
FRITOS ® is a registered trademark used by Frito-Lay, Inc. © 1995 PEG Limited Partner 
and PEG 97 Limited Partnership. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. Windows® 95 is a registered trademz 
Microsoft Corp. The ratings icon is a trademark of the Interactive Digital Software 
Association. All rights reserved. 




www.leffgordonxsracing.com 
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PlayStation and the PlayStation logos 



i trademarks of Sony Computer Entertainment Inc. The ratings icon 



ot the Interactive Digital Software 



(It's a video game, too.) 




The ultimate bug movie is 




E* now the ultimate video game. 



And Flik, the ant, needs your 



help battling an army of pesky insects 



through 15 stunning 3-D environments. 



A Bug's Life video game is an 



action-packed adventure that'll have 



you swinging, flying and sliding in a world 



seen through the eyes of an 



ant. In other words, it's an 



bags 




epic of miniature proportions. 



^/Pixar. All rights r 
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Previews 

An early look at the games of tomorrow 



r 



Theme Adventure 



Publisher Eidos 



tt of Players 1 



% Complete 50% Availability January 



Developer Crystal Dynamics 



Legacy of Kain: Soul Reaver 

Nosgoth gets spiritual as Crystal's vampire-hunting adventure nears completion 






One of the first bosses revealed to 
the public is this Lovecraftian behe- 
moth lurking in a blood-splattered 
caged arena. 




So now you've seen Legacy of Kain: Soul 
Reaver in action (see issue #13's demo 
disc); you've seen the impressive 3D 
engine, the realistic textures, the hand-to-hand 
combat. You may think you have a good idea of 
what this game will have to offer once it's finally 
released in January. Well, smarty, think again; 
you ain't seen nothing yet. 

One of the most fundamental innovations in the 
game — the Spectral Plane — wasn't even present 
in the demo, and this is something that must be 
seen to be believed. Every single location in this 
new 3D Nosgoth has a counterpart on the 

Spectral Plane. Our hero 
Raziel, being partly a 
being of spirit, is able to 
shift from the Material 
Plane to the Spectral 
Plane, and back. Why, you 
ask, would he want to do 
that? There are a number 
of reasons. 
First, locations in the 
Spectral Plane are slightly different than in the 
Material. A crack in a wall, for example, may turn 
into a hole big enough to walk through. A floor 
may become an exit. Or a ledge that's a bit too 
high to grab may move within reach. Once Raziel 
triggers this shift — a spell, of sorts — these small 
adjustments happen in real time, which is an 
impressive graphical effect. This effect was so revo- 
lutionary that Crystal Dynamics would not allow 
screenshots or video of the process to be taken 
until very recently. 

But that's not all that's turned up in the game 
since our last update. More enemies, including 
some bosses, have been inserted; and while 
not all of them behave as they should, the 
graphics and animation are just beautiful. 

Also introduced are new combat elements, 
like the ability to pick up torches to use as a 
weapon. Seeing enemies go up in 
a sudden burst of flame is most satisfying. 
Enemy vampires can also be thrown into 
shafts of sunlight, where they disintegrate 
on contact. 




Paradigm Shift 



At last we can show the impressive shift to the 
Spectral Plane. As you can see, the lighting changes 
dramatically, and nearly every surface morphs to a 
slightly different position. What you can't see is that 
this all happens in real time; in motion, the process is 
very impressive. 



We're still seeing lots of experimentation with 
controls and camera issues; these are crucial areas 
that will hopefully be addressed before the 
game's final release. But Crystal has 
underscored the 
importance of these 
issues from the 
beginning, and they'll 
surely not let things like this slide. 

With each incarnation Soul Reaver 
generates more and more excite- 
ment. Let's hope the release suffers 
no more delays. 






From the publishers who brought you 
Kartia, Persona, Ogre Battle and Tactics Ogre. 
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use over M) monsters to aid yon in your quest to unify the continent! 
V3D polygonal light scenes enhance your perception of reality! 

I linage in massive battles to alter the course of your country's destiny! |: 
Hnjoy over 50 hours of gamcplay with each of the live characters! 
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Previews 

An early look at the games of tomorrow 



Theme Fighting 



% Complete 50% 



Publisher Capcom 



t» of Players 1-2 



Availability February 



Developer Capcom 



Marvel Vs. Capcom 

The biggest names in comics and fighting games settle their differences 




E 
O 



Marvel Characters In 
Capcom Fighting Games 

So where did all this Marvel madness 
begin? Well the first title was X-Men: 
Children of the Atom, which introduced the 
"loose" variation on the SF engine. Suffice 
it to say many diehard SF fans were not too 
happy, but it did introduce players who 
were familiar with the X-Men to the 
Capcom fighting universe. Next came 
Marvel Superheros, which featured some of 
the cast of X-Men:CotA and added Marvel 
mainstays like Spider-Man and Captain 
America. Then came X-Men vs. Street 
Fighter followed by Marvel vs. Street 
Fighter and, finally, Marvel Vs. Capcom, 
which is currently in arcades. 



The first thing you need to do before 
reading further into this preview is to 
completely block out any memory you 
may have about the earlier 
PlayStation port of X-men vs Street 
Fighter. Is it blocked out yet? Good. 
Now that you have a clear mind 
free of resentment and doubt, let 
us introduce you to the next wave 
of Capcom 2D fighters on the 
PlayStation. If you've read the 
review of Darkstalkers 3 in this issue 
you'll know that Capcom has finally 
managed to incorpo- 
rate fluid play while 

coping with missing animation, 

and Marvel Superheros Vs. 

Capcom appears to continue 

this trend. 

This game would have you 

believe superheros from the 

Marvel Universe like Spider-Man, 

Captain America and the 

Incredible Hulk are set to do battle against the 

regulars of the Street Fighter tournament. (We're 

not complaining; any excuse to have these cool 

characters in the same game is OK with us.) 
One of the key components of the Versus 

series of games is the tag team aspect. This was 

completely removed in that 

game you are supposed to for 

get, but is back (though in a 

limited way) in this title. The 

catch is that you have to play 

as two of the same characters. 

For example, if you choose 

Spider-Man and your oppo- 
nent chooses Ryu, it will mean 

Ryu is automatically on your 




team and Spider-Man is on his or hers. 

The first character you pick will be your 
primary fighter, the second character will be 
a support fighter, coming in only for a brief 
hit or two. It remains to be seen how the 
finished version will be, but at this stage, the 

game plays pretty smooth- 
ly, and will be a welcome 
sight for 2D 
fighting 
fans. 
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Don't sweat the chlcHs my friend. What you need to do Is get your 
hands around the new ASCII Sphere 360°". Its the only way to really 
get 3D, and Its the first Intuitive 3D controller for the PlayStation* 
game console. The ASCII Sphere 360° senses all pushes, pulls & twists 
that you apply to It and translates those commands Instantly Into fluid, 
smooth movement. BAM! You're bustln' crazy moves effortlessly. And 
Chech this out- games llhe ForsaHen, NFL Blitz, and Duhe Nuhem Time To 
Kill are programmed to groove with the ASCII Sphere 360". With game 
play llhe this, who needs a girlfriend anyway? 




ASCIIWARE 



Customer Service 650.780.0166 www.asciient.com 

Pmdcced and. IM.se by Son, Computer Enl.rtalnm.nl An*™, lor use with the Pl.ySlallon gam. com*.* 1998 ASCII Entertainment Software, Inc. All rights reserved. ASCIIWARE Is a registered trademark ol ASCII Ent.rt.inm.nl 
Soft..,, ine ASCII Entertainment, ASCII Sphere 3W, and the ASCII Sphere 360- lege are trademarks »f ASCII Entertainment Sottware, Int. PlayStation and the PlayStation legos are registered trademarks Son, Computer 
Entat.mm.nt In.. All elite, brand and prode.l n.m.s are trademarks and registered tr.d.m.rk. ol lh.1, r.sp.ctl,. hold,,.. FORSAKEN OI998 Acclaim Entertainment. Inc. A I rights reserved. NFL™ H, r" .» 
»,«.„ a.m.. Inc All rights r.served. BLITZ and MIDWAY are trademarks ol Midway Games Inc. C1997 NFLP. Team names and legos are trademarks ol the teams indicated. The NFl shield, Sep.! Bowl and Pro Bowl are 
iralamuk. el Ih. National Football League. Officially Llc.n.ed Product ol Pl.yers Inc. Players Inc. logo I. a registered trademark ol the NFL Players. Distributed b, Midway Nome Entertainment, nc Duke Nukem - Time lo 
Kill'" 01996, 1997, 1996 3D Realms Entertainment. All Rights Reserved. Developed by n-Space, Inc. under sublicense trom GT Interactive Soltware Corp. under license from 3D Realms Entertainment. Published and 
distributed by GT Interactive Sollwar. Corp. All other Irademarks are property ol their respective companies. 




Previews 

An early look at the games of tomorrow 



Theme RPG 



U of Players 1 



% Complete N/A 



Availability 01 '99 



Publisher Working Designs Developer Game Arts 



Lunan Silver Star Story 



Everything old is new again 





Weapon reflection 
effects have been 
enhanced as has 
the lighting in the 
various stages. 



When Lunar: The Silver Star was first released way 
back in 1992 it was a shinning example of every- 
thing an RPG on CD could be. A truly outstanding 
soundtrack, plenty of real speech, awe- 
some animated cut scenes, and a huge, 
epic quest all demonstrated what was 
possible on the exciting new format. The 
only problem? No one owned the for- 
mat — the game was released only for the 
ill-fated Sega CD. Next came an updated 
version for the Japanese Sega Saturn, 
but again the system tanked in America 
and a U.S. version was never even 
released. It's only now that the updated 
version of the game is being ported to 
the PlayStation that Lunar is finally at the 
right place at the right time: on the world's most 
popular video game system, at a time period (the 
post-Final Fantasy VII era) when RPGs have never 
been more accepted in America. 
So how can a PlayStation version of some six-year- 
old 16-Bit game be worth getting excited about? 
Well first of all, this isn't just any quickly rehashed 
update; if you are thinking, "ah, another Tales of 
Destiny," you are way off. LunanSSS 
boasts an impressive list of features both 
improved from the old version and com- 
pletely new: about 85 percent of the 
game's text has been rewritten, parts of 
the story modified, all new speech record- 
ed, graphics completely redone, and new 
music composed just for this edition of the 
game. What remains from the original is 
the basic structure of the game — the over- 
all plot, the characters, the familiar town 
and dungeon locales, the turn-based battles. Lunar blends 
these classic gameplay elements with the all-new audio, 
video, and even story improvements for a mix that reminds 
longtime RPG fans of the good ol' days, but can please recent 
converts to the genre as well. Simply put, Lunar would still be 
a damn good RPG as it was all those years ago; add all these 




Lunar Super Deluxe Set 

Check out all the spiffy swag 
that you get with Lunar : a 
making-of video CD (includ- 
ing interviews with the 
Japanese developers, U.S. 
voice actors, and the crew at 
Working Designs), an exclu- 
sive CD of arranged music 
from the game, a cloth map, 
and a hardbound instruction manual which includes the first 
section of the strategy guide! Oh, yeah, I almost forgot— 
and the two CDs that make up the actual game of course! 



extras and improvements and you wind up with something 
really special. 

The one catch is that you may have to suffer the agony of 
anticipation just a bit longer; Lunar was originally scheduled 
to be released in August and the latest version we got was 
still fairly early. Working Designs has a bit of a reputation for 
not sticking to release dates, but they are also known for not 
rushing things and taking their time for 
the sake of quality. Hopefully Lunar will 

continue that 

tradition when r 

it is released ^ ( 

this winter. 



Lunar: This is your Life 
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To give you a better idea just how far the graphics have come since Lunar's original release, here are some shots from the 
PlayStation version side-by-side with matching Sega-CD grabs. We think you'll be able to tell which are which. 



THE 5 STAGES 

OF MR. DOMINO ADDICTION 









As reported by OFFICIAL PLAYSTATION MAGAZINE 
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("What the hell is that...?) 



Dfl 
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("heh heh. What a silly little game...") 



HM 



("I'm only playing until the next level.") 

("I'm only playing until I get to the next level 
-and this time I mean it. DO YOU HEAR 
ME MR. DOMINO?!? ONLY ONE MORE!!!") 



q— : 



ra 



("I love you Mr. Domino.") 
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© 1998 ARTDINK. AH Rights Reserved © 1997 HAKUHODG Inc. all rights reserved 
PlayStation and the Playstation logos are registered trademarks of Sony Computer 
Entertainment Inc. Acclaim is a division and registered trademark ol Acclaim 
Entertainment, Inc. t® and © 1998 Acclaim Entertainment, Inc. All rights reserved. 
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"Packs serious action - plentiful gameplay with 
great graphics and sound." - PSM Online 



'...one of the most advanced games on 
the PlayStation. " - Gamer's Republic 



'...unlike anything PlayStation gamers 
have yet seen. " - Gamecenter.com 
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fiwever, never cltanges. 
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"Plays fast and chaotic. Literally dozens 
of units can be on the screen at one 
time, and the battles that take 
place are epic. " 

-PSM 



www.3do.com 
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Virtually unlimited replayability. 
Unbelievable destruction. 

Command massive brigades of sci-fi 
troops, tanks, gunships and bombers. 

Explosive 2-player action — unload 
hi-tech firepower against a friend. 
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Previews 

An early look at the games of tomorrow 



Theme Action 



% Complete 50% 



tt of Players 1-2 



Availability April 99 



Publisher Psygnosis Developer ATO 



Rollcage 

Rock and tumble with Psygnosis' new and unique futuristic racer 




Use explosions to speed up. 




Let's face it— there just aren't 
many original racing games 
these days. And there's even 

fewer futuristic ones. That's why 

we're so happy to introduce you to 

Rollcage, a racing game that 

actually brings something new to 

the table. 
Although at first glance it might 

look like a WipeOut rip-off, Rollcage 
is much more. Take a 
look at the vehicles and 
you'll notice that their 
tops and bottoms are 
roughly identical That's 
because you'll be using 
both the top and bot- 
tom of your indestruc- 
tible car to drive on. And oh, is it fun being 
indestructible. It's quite useful too. 

To gain the advantage in Rollcage, you can 
use a variety of weapons to slow down your 
opponents, or you can use them to speed you 
up. Being that your car is indestructible, 
blowing up things around the track is of 





great use since you can use the explosion to 
speed you up. Need a boost of speed? Take a 
building-killing missile and level the structure 
right next to you. It takes a lot of skill however. 
Rollcage's tracks contain lots of dips and 
bends, and if you get knocked around at the wrong time 
by an explosion enough you can find yourself bouncing all 
over the track while your rivals speed by you. 

The game promises lots of variety with six different vehi- 
cles, 11 different tracks and four racing environments. 
Also, there will be lots of hidden secret, a two-player split 
screen mode, and a deathmatch arena. 




Blast Radius 

Colony Wars without all the fixin's 

This winter, Psygnosis plans to follow up 
their recently released Colony Wars 
Vengeance with Blast Radius, a 3D 
shooter that's been in the works since 1997. 
While the heart of Blast Radius seems to be 
the same (fantastic) polygon engine shared 
by Colony Wars, the game feels less like a 
campaign and more like a series of levels 
that caters more toward casual players of the 
same genre. 

Players assume the role of Kayne, the sole surviving 
member of the legendary Wolf Squadron who must 

defend the besieged 
worlds of the Vorn from 
the tyranny of the 
tyrannical Kotan-Kai. 
Blast Radius promises 
to have an ambitious 
space opera story span- 
ning 10 different sec- 
tors for a total of 40 
missions. As a merce- 
nary, Kayne has the ability to buy and upgrade weapons 
within each sector. Adding to the sense that Blast Radius 



Theme Action 



U of Players 1-2 



% Complete 85% 



Availability February 



Publisher Psygnosis Developer Psygnosis 
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is more shooter than space simulator, van- 
quished enemies release power-ups that pro- 
vide players with added health, shields or 
bounty bonuses. 

Blast Radius features high-resolution polygons 
which move at a steady 30-frames-per second, even 
during the most harrowing dogfights amidst clusters 
of capital ships. Psygnosis even included a link cable 
mode that allows two players to engage in co-op or 
deathmatch modes. A strange omission in the game 
however, is the baffling lack of Dual Shock support 
and the inability to use the second analog stick as a 
throttle. Control issues aside, 3D shooter fans should 
definitely check out Blast Radius, and since it's made 
by Psygnosis, there's always a gratuitous amount of 
lens flare and lightsourcing to admire. 




It's no coincidence that Blast Radius 
looks a lot like Colony Wars. 
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Tftst Drive Off-Road 2, the only 4-wheeling experience that's guaranteed to get you high. 

■ Hummer exclusive Die only place you'll drive the world famous Hummer ■ Awesome Soundtrack Featuring: Sevendust. Gravity Kills, and Fear Factory 

Dual Shock Analog Controller support- Vibration so real, you risk whiplash! ■ World Tour mode- Blow away your competition in any of 6 different truck classes to open hidden tracks and buy new vehicles and/or upgrades. 

■ 12 gnarly tracks in 6 real world locations- Go muddoggin', spray rooster tails, blow snow, chum up sand and surf- or bash, crash and smash your opponents into boulders, trees, cliffs or mud pits. 

■ Choose from 20 killer vehicles!- Including all your favorite off-road behemoths- Dodge Bam, Ford Explorer™ Jeep Wrangler, Ford F-150r Chenowtti (FAV), leep. Grand Cherokee, Dodge T-Rei and more... 

For your free Test Flight, download the demo at www.accolade.com To order direct, call 1.800.245.7744 






Win the World Tour and upgrade your 4x4 
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Race from the Alps to the beaches of Haw 




Catch serious air off insa 
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Off-Road mayhem at its best! 
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Test Drive Off-Road is a registered trademark of Accolade, Inc. ©1998 Accolade, Inc. All rights reserved. All other trademarks are of their respective companies and are used under license by Accolade, 
Inc. PlayStation' and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Hummer and the vehicle's grille design are the registered trademarks of AM General Corp. 
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An early look at the games of tomorrow 



Theme Misc. 



» of Players 1-6 



% Complete 85% 



Availability January 



Publisher Hasbro 



Developer Artech Studios 



The Game Of LIFE 

The old board game gets a facelift and more 




You got married! Meet your 
new.. .er....um... just which sex is 
that supposed to be exactly? 



Remember the little plastic mountains, 
the tiny cars and peg people of The 
Game of LIFE? Well now the classic 
board game is back, with both the old 
standard game and an all-new version 
just for the PlayStation both on one CD. 

The basic premise is the same whichever 
version you choose — a race to see who can 
finish with the most money — and you still 
grab a job, a spouse and kids along the 
way. But now as you travel across the 
board you pass through different decades, starting with 
the '50s and ending up in the year 
2000, with appropriate music from 
each era. Also, instead of just picking 








up LIFE cards, the enhanced version has a series of 
different minigames to determine your rewards. 

LIFE has an all-new look and expanded size for the 
PlayStation version as well. When you move it's from a 
first-person perspective (like you are really behind the 
wheel of your little car), and each square has a short, 
humorous (well, they try to be anyway) FMV cutscene 
or picture for the events you go through. Options for 
turning off all of these load-intensive features are includ- 
ed, so if you just want to sit down and have a quick game 
you can do that too. 

While board game conversions like this won't appeal to 
everyone, people looking for a party game or something 
the whole family can play should keep an eye on LIFE. 



Jeopardy! 

What is the newest TV game show-to-PlayStation conversion? 



Theme Misc. 



8 of Players 1-3 



% Complete 85% 



Availability January 



Publisher Hasbro 



Developer Artech Studios 




There are few things in life that 
will always be there: death, 
taxes and new Jeopardy! video 
games. They have been with us since 
the 8-Bit days and probably will be 
around long into the 21st century, 
with Alex Trebek's preserved brain 
hosting the show from inside his 
cryo-tank, deep within his secret 
Canadian mountain lair. 
For now, though, Alex and the 
rest of the game is here just as you see it on TV — you get the 
answer to a trivia question from various categories and 
have to come up with the question that matches it. 
Plenty of options are included to help players of all 
ages and skill levels get the most out of 
Jeopardy!: five different skill levels, 
adjustable buzz-in and response times, and 
variable auto-answer completion, so you 
don't always have to type in the whole 
answer when it's obvious what you 
are trying to say. There are also two 
versions of the game — a one-player 
speed match where you compete 
against yourself, and the standard 



You can even draw in your 
own name and have it look 
like it was done by a 2nd 
grader, just like they always 
do on TVI 

game of 1-3 players, with 
any empty spots taken 
over by computer contes- 
tants. The one option the 
game still needs most, 

however, is the ability to disable the tiny FMV clips that 
appear after every answer. All that loading slows the game 
down to a crawl, especially compared to the lightning pace 
of the TV show. Since Wheel of Fortune (also from Hasbro 
Interactive) includes this feature, we can only hope Jeopardy! 
gets it as well before its release this month. 
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Drive Yourself 
Up The Wall! 



•v, j More than 200 levels of addictive puzzle madness 
provide hours of challenging gameplay 



Innovative 3D platforms allow you to flip the 
playing perspective 360 degrees 



<> a Pick up coins, gems and fruit, and dodge 
^2/ countless perilous obstacles 
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Test your memory against 
2-player "Copy Cat' mode 



a friend in the 
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Previews 

An early look at the games of tomorrow 



Theme Puzzle 



tt of Players 1-3 



% Complete 85% 



Availability January 



Publisher Hasbro 



Developer Artech 



Wheel of Fortune 



Big wheel keeps on turnin' 







The Wheel is back, and this 
time its chock-full 'o Vanna! 



ne of the most important things in 
making these TV game show titles 
work as video games is authenticity — 
making players feel like they are actually 
there in the studio. This point obviously 
wasn't lost on Hasbro Interactive. Most every- 
thing you know from Wheel of Fortune has 
been carefully reconstructed for their 
latest PlayStation game: the familiar voice 
of Charley O'Donnel welcoming you as the 
game begins, the chatter of computer oppo- 
nents as they spin the big wheel ("OK, c'mon now!"), tense 
ooohls from the audience when you get close 
to the Bankrupt section and applause for the 
big money. Even the rattle of the wheel as it 
slows to a halt is brought to life with Dual 

Shock vibration 
support. 
The one big 
difference 
is that Pat Sajak 
is mysteriously 
missing, and in 
his place hosting 
the proceedings 
is letter-turner 
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Spin the wheel in exciting foreign locales like Paris (left) 
and Holland (right). What's the difference, you ask? 
Why, the stage props of course! 

extraordinaire Vanna White. Through both 
voice and short FMV snippets, Vanna will pop 
up from time to time to say whose turn it is, 
who is winning, how many R's there are, etc. 
Luckily the developers realized that this little 
"feature" could lose its novelty quickly and 
slow the game down with a lot of useless 
loading time, so they included an option to 
disable it 

Other options include multiplayer (up to 
three players including computer opponents) 
and solo versions of the game, either timed 
or limited to a selectable number of rounds. 
Wheel fans should expect the best version of 
their favorite game show yet. 
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Eliminator 



Prisoners square off in a Twisted Metal of the future 





Battle takes place in claustrophobic arenas, 
making for intense fire-fights. Especially in 
two-player competitions. 



Eliminator is one of those 
action titles that immedi- 
ately bring to mind other 
games. This little-hyped 
Psygnosis title takes the 
mayhem of a Twisted Metal, 
combines it with the play 
mechanics of something like 
Namco's Cybersled, and sets the fray in the 
ambience of a dark futuristic Smash TV-style 
arena dome. 

In a dark and unsavory future, prisoner 
inmates are thrown into an arena on a 
forsaken penal colony to fight for their 
survival for the entertainment of a 
bloodthirsty general public. 
Players are given a hovercraft 
with which to negotiate 
through a complex labyrinth of 
drones and threats. Littered 
along the way to ultimate 
freedom is an assortment of 
weapons, shields, heath and 
time bonuses. While some of 



Theme Action 



tt of Players 1-2 



% Complete 80% 



Availability January 



Publisher Psygnosis 



Developer Psygnosis 



the enemies are mildly difficult to beat down, the real 
challenge lies in the time limit allotted to complete each 
level. When the timer reaches zero: "boom" time to 
restart from the last checkpoint. While the a split-screen 
two-player deathmatch mode was a nice addition, it 
appears to offer no new twists to the formula. 

What Eliminator lacks in aesthetic design and 
superfluous graphics it slightly makes up for in the 
gameplay department. Eliminator's rhythm is fast-paced 
and the action can get intense but the controls themselves 
elicit mixed reactions. The hovercraft travels and strafes in 
every which way but controls are hampered by an 
unintuitive button arrangement. Despite some of these 
flaws, Eliminator has the potential to make an impact with 
fans of vehicular mayhem. 






With an eye for excitement and a nose 
for nonsense, Monkey Hero is one funky 
monkey. Join Monkey as he explores 
massive dungeons and battles legions of 
baddies in a crusade to restore peace 
among the Three Worlds. It's a good 
thing he's one tough monkey. 
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Take-Two Interactive Software, Inc. and the Take-Two logo are registered trademarks ot Take-Two Interactive 
Software, Inc. Monkey Hero is a registered trademark of Blam! Video Game Development. PlayStation and 
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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Previews 

An early look at the games of tomorrow 



Theme Sports 



8 of Players 1-2 



% Complete 40% 



Availability January 



Publisher SCEA 




Developer Victor Int. 

Contender 

For those not interested in a 
serious boxing simulation, this 
game is for you. Contender 
features fast-paced arcade 
gameplay, 20 different boxers, 
and the option to create your 
own fighters. 



Irritating Stick 

The title of this game couldn't have been more 
appropriate. The gameplay involves moving the 
tip of your sword (said stick) through an electrically 
charged 2D labyrinth without touching the walls. 
When you hit a wall you are shocked (with all the 
Dual Shock power of your controller) and must 
start back at the beginning. Irritating, isn't it? 




Freestyle Boardiri 99 



Developers have been 
asking themselves how 
to make a boarding 
game that stands out 
from the crowd. For 
Capcom, the answer is to 
add RPG elements, let- 
ting players build their 
boarder's prowess over 
time. Interesting... 





Theme Sports 8 of Players 1-2 % Complete 90% 

Availability Feb. Publisher Capcom Developer TV Tokyo 



Theme Sports 



8 of Players 1-8 



Theme Misc. 


8 of Players 1-8 ' 


% Complete 85% 


Availability January 


Publisher Jaleco 


Developer Saurus 




March Madness 99 

Right on schedule comes the latest addition to 
EA's college basketball franchise. Loaded with 
over 100 Division I teams, March Madness should 
have you covered if you're a hoops fan. New 
features include improved 3D graphics, better 
computer intelligence (last year's was horrible), a 
Three-Point Shootout, and a Practice Mode. There 
will also be an Arcade Mode for casual fans. 
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Experience the rush of full-throttle 3D off-road racinq as never before with ten all new, fully-customizable 
rally cars and trucks, eight extreme courses, killer sounds from Guttermouth, Wick and One Hit Wonder, plus 
complete compatibility with the Dual Shock'" flnaloq Controller. Create your own off-road experience or edit 
an existing course with the revolutionary Rally Cross 2 track editor. Think you own the road? You may be riql 
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International Previews 

An early look at the games of tomorrow 



Tidbits 



Ehrgeiz 



Capcom Generations 
Volume 2 

Capcom, Availability: Now 

Probably the most eagerly anticipated 
of all the Generations series of classic 
Capcom game collections, Volume 2 is a 
nostalgic trip through the famous 
Ghosts 'N' 
games. The 
original arcade 
Ghosts 'N' 
Goblins and the 
sequel Ghouls 
N' Ghosts are 
here and per- 
fect for the first time on a home sys- 
tem, as well as the classic hit for the 
Super Nintendo, Super Ghouls 'N' 
Ghosts. In case you somehow never 
heard of these games, they are some of 
the best action-platfomers ever made 
and are the cornerstones many modern 
games were built on. OK, so they may 
look a little dowdy by today's standards 
(especially the first game), but the 
gameplay hasn't lost a thing even after 
all these years. 

Challenging and addictive, with all 
sorts of different weapons, power-ups 
and huge pattern bosses, the GNG 
world merits revisiting. 
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Zeus : Carnage Heart 
Second 

Artdink, Availability: Now 
The sequel to the cult hit robot build- 
ing sim Carnage Heart is just out in 
Japan, and like the first game lets you 
design, build, program, and even paint 
your own robot warriors. 
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Square 

If you think all fighting games 
are alike nowadays, you certainly 
can't blame Square. Both of the 
fighting series they have estab- 
lished have challenged the status 
quo of the genre — Bushido Blade 
with its large open arenas and 
one-hit kills, and Tobal with its 
RPG-influenced Quest Mode. 
Square's newest fighter, Ehrgeiz, 
codeveloped by DreamFactory 
(makers of Tobal 1 and 2) and 
Namco, continues this challenge 
to convention with an unprece- 
dented amount of extras and 
minigames added just for the 
PlayStation version. 

There are, of course, new 
playable characters (three more 
than in the arcade), but that's 
almost expected in a home version 
these days — even if they are Yuffie, 
Vincent and Sephiroth from Final 
Fantasy VII. More surprising are at 




least three new modes of play 
besides the standard fighting — 
Battle Runner, Battle Beach and 
Quest Mode. 

Battle Runner is an interesting 
combination of racing and fight- 
ing. The goal is to complete a set 
number of laps around a track 
before your 
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opponent, the catch being that 
both players can still attack each 
other just like in the normal game. 
Further complicating things are 
power-ups that appear randomly 
and can reverse the direction you 
need to run to make laps, increase 
your speed or swap the hit points 
of the two players. 

Battle Beach is a little less 
offensively oriented and a bit 
more like straight track and 
field events. It's a race to the 
finish in either a straight but- 
ton-pressing dash 
or with hurdles you need to 
clear by timing jumps along 
the way down a beach course. 

Last is the Quest Mode, 
which appears from the early 
pictures to be similar to its 
namesakes in Tobal 1 and 2. 
Pick a fighter to adventure 
through a town and dungeons, 
fighting monsters with 
the same techniques you use 
in the normal fighting game, 
only this time you can equip 
yourself with a sword, shield 
and other items. 

And don't forget, all this is in 
addition to an already 
outstanding one-on-one 
3D fighting game. If 
you've seen Ehrgeiz in 
the arcade, you have a 
good idea what it 
looks like on the 
PlayStation — the port 
is that good. The 
graphics are some 
of the best the 
PlayStation has ever 
seen, sporting a high 
resolution yet still mov- 
ing incredibly smooth. 




The 3D arenas and objects look 
great and factor into gameplay; 
you can jump on walls, push crates 
around and use both to avoid 
your opponent's attacks. 

Hopefully we will get word on a 
US release soon since, as you can 
see, Ehrgeiz has a lot more to offer 
than just another fighting game. 



Fighting It of Playt 1-2 
vailability Now Develops DreamFactory 







Kamen Rider 



Bandai 

Although you may have seen 
him recently in horribly patched- 
together segments of the chil- 
dren's TV show Masked Rider, 
Kamen Rider has a much greater 
significance in Japan as a sort of 
cult icon from a popular '60s TV 
show. Think of him like the old 
Adam West "Ker-pow!" Batman 
and you've got the idea. 

Rather than pretend that the TV 
series was ever more than a 
campy throwaway, the Masked 
Rider game celebrates it in all its 
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Theme Fighting 8 of Players 1-2 
Availability Now Develop' Kaze 



cheesy glory. The one^ 
player Story Mode follows the 
Power Rangers-esque original 
show faithfully, with the hero fight- 
ing nameless henchmen two at a 
time before transforming into the 
Masked Rider and confronting the 
boss. After each battle you see a 
"Next week on Kamen Rider 
clip'," i.e. scenes of you fighting 
whoever your next opponent is. All 
the rubber suits and hilarious 
sounds have been left as is for 
maximum effect as well; the game 
even pretends to cut to commer- 
cial to mask loading times. 
As far as the actual gameplay 



goes, it's no 
Tekken 3, but with a 
variety of special 
moves, combos and 
even a training section, 
it's better than you'd 
think. Rider kick! 



Armored Core : Master 
of Arena 

From Software, Availability: Feb. '99 

The third and latest in the Armored 
Core series of mech shooting games, 
Master of Arena so far looks a lot like 
its earlier two counterparts. You can 
still custom build your own robots and 
test them in mission-based combat or 
one-on-one fights against a friend, but 
so far little else seems to have changed. 
Hopefully the newest AC will have more 
to offer than just slightly improved 
graphics when it comes out this winter 
in Japan. 






Final Fantasy VII 



Square 

You didn't think we were going 
to go a whole month without 
mentioning Final Fantasy VIII, 
did you? Seriously, a lot of inter- 
esting new info and pics have 
been released on Square's next 
super RPG, so let's get right to it, 
shall we? 

First is this cute little furry guy 
called Moomba. At some point in 
the game you'll have the chance 
to help out this desert-dwelling 
creature and he will aid your 
party in return. It's said that he 
can acquire the characteristics 
of any monster by tasting its 
blood — perhaps letting him use 
their attacks like Rage in FF3? He 
could turn out to be the Moogle- 
type mascot for the game as well. 

An additional two playable char- 
acters have also been introduced: 
the shotgun-toting cowboy Irvine 
Kinneas and the nunchaku wield- 
ing Selphie Tilmitt. It appears 



Theme RPG tt of Players 1 

Availability Feb.11 Develop' Square 




they join yc 

in a desert prison 

Finally we 
Squall and 
held at the Garden 
military academy 
they both attend. 
Squall is wearing 
the uniform of a 
full soldier — per- 
haps he just grad- 
uated? Looks like 
these two will 
fit in nicely with 
FFVIII's official 
theme of 
love, eh? 




Ling Rise 

Ascii, Availability: December 

From out of nowhere comes this 
interesting new action RPG from 
Ascii. Ling Rise is fully 3D, with jump- 
ing and platform sections, but also 
with the items, shops and quests 
you'd expect from any RPG. The big 
emphasis of the game is on the cute 
little pets called Lings who accompany 
you on your adventures. Each Ling 
has a different elemental power such 
as wind, earth or fire, but you can 
only use one at a time so you'll have 
to choose carefully. 
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FAST ANVNAoKE. 



PlayStation 






Evil pigs. Hidden paths. Enchanting 
worlds. And man-eating plants. Can you 
believe what Tomba has to go through 
to conquer the evil swine? Fortunately, 
he's got a bunch of weapons and tons 
of spunk. Tomba's here. And it's the 
first wild action game with role-playing 
adventure mixed in, too. (You'll love 
Tomba even more than a BLT on rye.) 




J1997/1998 WHOOPEE CAMP Co. Ltd. 



www.playstation.com 
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of darkjze<t<t 

From tiie creators of Tomb Raider and Fighting Force. 
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Previews- Gex 3 

An eariy look at the games of tomorrow 



® 



"This isn't just Gex 2.5, 

this is Gex 3," surmised Chip Blundell, prod- 
uct marketing manager at Crystal Dynamics. 
"Part of what happened when we devel- 
oped Gex 2 is that people along the way 
came up with so many killer ideas that we 
couldn't implement them without screwing 
up the game schedule. Going into Gex 3 we 
had a lot of ammo to start with. The big thing 
that was really important for us was to make 
sure everything is all new." That's good news, 
because gamers will no longer accept a sequel 
with a few tweaks and improvements given the 
sudden increase of quality in PlayStation plat- 
form games as of late. But it wasn't always this 
way. When Gex 2 arrived a year ago, it was 
easily one of the top 3D PlayStation platform 
games among a very weak field of competitors. 



The tank and snowboard arc just two of 
the six controllable vehicles in Gex. 





he past few months, however, the 
PlayStation has seen a noticable influx of great 
3D platform games ranging from Spyro the 
Dragon to the absolutely brilliant Crash 
Bandicoot: Warped. There are even 
some 2D/3D hybrids, like Tomba! and 
Klonoa, that have raised some eyebrows. 
Suffice to say, the next installment of the ^~ 
Gex franchise, Gex: Deep Cover Gecko, is C^— -i| 
going up against the toughest competi- MBK^J 

tion it has ever faced on the PlayStation. ilP !■ I 

OPM visited the Crystal Dynamics 
offices to find out how things were shap- 64 

ing up for their franchise gecko and 
found an enthusiastic (and large) Gex 3 



team that's definitely up to the 
challenge. Blundell went right into 
explaining the key improvements in 
Gex 3. "We really wanted to drive the 
character's personality in Gex 3, and 
by that we mean using over-the-top animations 
at the end of levels, the beginning of levels, 
and his idles [animations that display when Gex 
isn't moving]. We thought we did a good job of 
that in Gex 2, but we really want to blow that 
out in Gex 3. We wanted to create a richer 
environment for Gex. We also wanted to go 
back to the story, and make sure it's driven 
throughout the game so that you don't lose 
that suspension of disbelief. You're in the game 
and you know why you're there. It's not just, 
suddenly there's the story, you're thrown in the 
game, you have to solve puzzles, you're out of 
the level, now let's go to next level. There's 
definitely the reward of interacting with Agent 
Xtra in the mission to ultimately save her." 



Wait a minute. Agent Xtra? 

Oh yes, the one thing that Gex can automat- 
ically top his rivals with is his sexy new partner, 
Agent Xtra, played by Marliece Andrada. She 
can often be seen basking in the sun on the 
sandy beaches of the legendary TV series 
Baywatch (and gracing OPM 
covers). And it's your duty to ''#. 

save her in Gex 3. Blundell gives 
us the lowdown:"She's sort of a 
Moneypenny-type character giv- 
ing Gex jovial comments throughout 
the game." The heck with 
those. If Miss Moneypenny 
looked even remotely like 
this, James Bond would never 
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iet ready to be immersed in the world of the pool 

mstlers. It's so real you'll swear that you can feel the 

halk on your hand as you approach the table for 

mother shot. So pop in your favorite cd and get ready 

or hours of play as you choose from a myriad of modes 

n Backstreet Billiards. 

or more information: www.asciient.com 
iustomer Service: 650-780-0166 



nothing but pocket! 



■ 9 Pocket Billiard games including: 9-Ball, 
8- Ball. Rotation, Basic, One Pocket, it,.i 
Continuous, Bowlliards, Cutthroat, 5-9 

■ 5 Carom games including: /.Balls, 3Balls, 
Free, 1 Cushion, 3 Cushion 



• Grand Total of 14 different games 



■ Music CD Option: insert an audio CD of 
your choosing to enjoy your favorite tunes 
while chalk'in up the old cue 

• Seven unique modes to choose from: 
Story, Pocket game. Carom game, 
Practice, Trick shot, Speed, Technical 

• Vibration function compatible 
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have found time to go out on missions. "There's 
over 16 full-motion-video sequences where they 
interact with each other. It isn't just a FMV for 
FMV's sake where you gotta wait for the loading 
before it comes up. Gex is actually gonna take 
his arm and his video watch and pull it to his 
head, and within that arm resolution there's 
gonna be video playing on his arm. It was our 
goal to take the video and not neccessarily have 




it halt gameplay by keeping these videos short 
and concise. So the idea is, you're reminded of 
the story line as you go, but you're not pissed off 
by lengthy videos. Basically, it's just communicat- 
ing the relationship between Gex and Marliece 
and giving the player a short reward at the end 
of levels. The cinematics are between 10 and 15 
seconds each," explains Blundell. Well, that 
should be more than enough time for any 
virile male. 

But there's more to Gex's personality than a 
detailed story. The Gex 3 team went through 
great pains to deliver more character variety 
than ever before. Blundell explains, "Within the 
gameplay we have 25 different costumes for Gex 
and a large percentage of those costumes have 
gameplay mechanics associated with them." 
These gameplay mechanics add a whole new 
dimension to the game by letting Gex do things 
that he otherwise might not have been able to. 
For example, Gex can take the form of Dracugex, 
allowing him to glide around the level with the 
aid of his cape. When Gex needs to destroy 
obstacles he can turn into a Herculean Gex, and 
in the anime level he takes the form of a metallic 
robot gecko who can float down from high 
jumps and shoot fire-swarming missiles at his 
enemies. On other levels he's decked out in cos- 
tumes such as military garb, a scuba suit and 
even the Tin Man from The Wizard of Oz. Beyond 
Gex and Agent Xtra there's a part of the story 




where you'll meet some new and interesting 
playable characters such as Alfred, Gex's butler. 
You actually have to rescue two of the secret 
characters somewhere in the game, and once 
you do that you'll able to play them in some 
levels as well. For example, in one level Gex's 
leopard gecko cousin is captured by the Mob 




Most game development 
teams aren't this big, but 
Crystal Dynamics doesn't 
skimp when it comes to 
nurturing their franchise. 



Photos by Jay Blakesberg 



From Sherlock Gex to Tin Gex, there's a parody that should tickle anyone's funnybone. 



and suspended in a cage. Once you rescue him 
from his captors you can then select to play as 
him in the hidden bonus levels. After you find 
all the hidden levels, it opens up a vault packed 
with tons of hidden costumes and level selects. 
Most of the levels are designed completely 
around Gex's costumes. Blundell explains: "In 
one level [the clue level] Gex is Sherlock Holmes 
and he has a magnifying glass. So when you 
get to certain parts of the level, you have to 
look around the level with this magnifying 
glass. When you're in Look-Around Mode and 
you focus the magnifying glass on a particular 
object, you're transported onto that object as 
mini-Gex. There's a stuffed bear on the clue level 
and Gex, using Look-Around Mode, looks at the 
bear and is transported onto the head of the 
bear. And suddenly you have this huge head that 




becomes this environment for gameplay. So you 
have this timed element where Gex has to finish 
the puzzle in the amount of time but as this mini- 
Gex on this stuffed bear head." 

Each of these levels is also likely to have some 
sort of vehicle that Gex can ride. There are 
camels, burros, crocodiles, snowboards, kanga- 
roos, and even a tank that can be used within 
the levels. Chris Tremmel, lead designer of Gex 
3, discusses the uses of the vehi- 
cles, "The thing about the riding 
stuff — we have them appear 
throughout the 

levels. But then we have 15 bonus 
games throughout the game. 
Each level has its own bonus 
game and each bonus game 
involves the riding of a vehicle. 
And they are timed events: three 
with the burro, three with the 
kangaroo, three with the snow- 
board, three with the crocodile, 
three with the tank. They involve 




picking up 

collectibles, destroying stuff, going through 
obstacle courses and solving timed puzzles. For 
the bonus games we'll give you a remote, but 
then we'll also give you a code you can input in 
the game once you get toward the end. We have 
an area in The Hub where you can input different 
codes. The codes will give you secret costumes, 
free lives, level select, etc." Blundell adds, 
"When Chris came aboard, he wanted to get 
back to the roots of Gex." Those roots, of course, 
harken back to Gex's 2D gameplay. "Part of the 
beauty of 2D is that the gameplay setups are 
right there in front of you and you can only go 
forward and back. Part of keeping that fun that's 
2D in the 3D environments are the minigames 
that Chris has made. It adds a different pace 
to the game." 

Accomplishing this is an array of 2D shooting 
segments. In the Wild West and Gangster levels, 
for example, Gex will find machine guns he can 
use to mow down enemies. Here, the game shifts 
to a 2D shooting gallery that ends when Gex 
steps down to resume the level. What this all 
serves to do, according to Blundell, is to "make 
the missions more interesting than 'collect three 
things, break three things.' " 
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We agree, but collecting items like a pack rat 
is something we've come to expect and enjoy in 
platformers and there's plenty of it in Gex 3. 
Things have changed since Gex 2, according to 
Tremmel. "People weren't really drawn to collec- 
tables in the last game. They were there, and 
if they were in your way, you would pick them 
up. But they weren't something like Mario or 
Banjo where you would want every last note or 
whatever. So what we did is make the collec- 
tables something that are the same throughout 
the entire game. We went back to the version 
of The Bug collectable from the first Gex. 
There are a lot more valuables this time. 
They're a lot prettier. The way the tiers work 
this time is that we have three collectables 
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that are the same throughout the entire 
game — a bug, a Paw Coin. If you collect 
enough Paw Coins, it adds a gold outline 
to it and you'll build up your hit points. 
The third collectable is a bonus token that 
you can spend on the bonus games in each 
level. Televisions (used as teleports in Gex) 

, will have some denomination telling you 

' exactly how much you need." 

The improvements to Gex 3 aren't just 
confined to all-new gameplay additions. 





Tremmel explains: "Some 
of the stuff may not seem so 
big on the surface. The levels 
are a lot bigger this time. 
The programmers came 
up with a way to allow us 
to increase level sizes by 
one-fifth. There's more enemies on screen at 
one time and a frame-rate increase. Gex 2 
ran pretty well; this runs even better. 
Most of the levels run at about 30 frames 
per second. We have a lot of new effects. 
Environment mapping for metal and sur- 
faces. Metallic surfaces that reflect the envi- 
ronment onto the surface in real time. We 
have the fake environment mapping where 
we can specify a map to use, but we also 
have the real environmental mapping. Now I 
haven't seen other games that can actually 
reflect the environment onto any surface. We 
thought it would tax the PlayStation a lot 
worse than it did. When we talked 
about doing it and I kinda brought it 
up as a joke, the next day one of 
our programmers had it 
working. So far, we can do it 
^_^ on parts of Gex, like if he has a 
shield, metal armor or some- 
thing. A few enemies, too. If we 
^^ A get it on a lot of objects at once, it's 
a little taxing, but it's a lot better 
than I thought it was going to be." 
Blundell chimed in, "With Gex 2 
there was a learning curve 
involved in the whole creation 
of the engine. What sacri- 
fices you could make..." 



He then sarcastically added, "There's always 
a formula on the PlayStation, right? You can 
only do so much." Blundell continues, 
"Going to Gex 3, our programmers and 
designers got together and asked, 'What 
can we do to make this graphically step 
up and drive the PlayStation a little bit 
harder?' So the engine has evolved, and 
we've had other 3D projects internally 
[Legacy of Kain II, Akuji] that the program- 
mers have been able to work together on 
doing different tricks to make this a next- 
generation PlayStation title. That's been our 
objective all along: How do we really make 
Gex 2 raise the bar for Gex 3 so that it's 
better not only graphically but from a game- 




play perspective also." 

To Blundell, improving that gameplay 
perspective included increasing the number I 
and variety of enemies. "We're gonna h»» 
more than double the amount of enen 
we had in Gex 2. There's 60-plus enemief 
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It's not surprising that Gex: Deep Cover Gecko is a character-driven game when you 
see the people who designed and put it together. Deep within the cubed catacombs of 
Crystal Dynamics, we managed to pry the Gex 3 team away from their computers for 
just long enough to put them in front of the 0PM cameras. 



aDF2:an Loncuano 

As lead programmer, Adrian tinkers a lot 
with the game engine and is responsible 
for stuff like the 2D gun sequences. 



Director of Gex 3 and Crystal Dynamics 
veteran. Among other things, he makes 
sure heads roll when deadlines aren't met. 
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When he's not biting down on an 
oversized cigar, Jeffery resumes his 
duties as producer of Gex 3. 
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As the other lead programmer of Gex 3, 
Meilin is primarily responsible for working 
on the game's cameras. 
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currently. These enemies are a little more 
complex in that they will block your 
attacks and they're scripted differently 
so that they're not all one-hit ene- 
mies. Early in the game, obviously, 
you're gonna have some simple 
enemies, but as the game pro- 
gresses, the enemies become more difficult 
and more intelligent." With more complex 
enemies comes more complex firepower — 
some of this should be familiar to Gex fans. 
According to Blundell, "One of the things 
we heard from some of the magazines con- 
cerning Gex 1 to Gex 2 is, 'We miss hucking 
fireballs.' We re-evaluated some of that 
stuff. The ice power-up really was not that 
existent in Gex 2 to the degree to which 
everyone wanted it. So we kinda went back 
to old-school Gex to implement the fireball 
and ice huck." The ice huck might prove 
to be a very useful attack, explains A 

Tremmel. "If you hit this guy with the 
ice, it turns him into a cube. Then you're 
able to push the cube around and use it 
as a platform to get to an area. If you don't 
break it by tail-whacking it, then the ene- 
mies thaws out." We wouldn't want that, 
now, would we? 

Most of all, we don't want camera prob- 
lems. One of the main complaints with 
every 3D game, particularly platformers, is 
that flawed camera views hinder gameplay. 
Gex 2 had its share of camera bugs and 
complaints, and it's something that's defi- 
nitely on the development team's minds. 
"The idea was to minimize the frustration to 
the consumer and make the camera sim- 
pler. We'll have one camera option instead 
of three [in Gex 2], and within that one cam- 
era you'll have different distances from the 



character that you can set the camera. But 
beyond that there were instances in Gex 2 
that the camera moved to direct the con- 
sumer, and in some cases the gamer felt the 
camera was getting in the way of game- 
play — you'd miss a jump and such. We're 
eliminating some of those scripting cameras 
for left-to-right movements so you're not 
knocking Gex off platforms and off ledges 
when you're trying to make a jump," says 
Blundell. Tremmel adds, "How the camera 
reacts when it's backed into a wall is differ- 
ent. When Gex falls off a ledge, the camera 
will stay on the ledge for a few frames, then 
calculate position, then move to it. We're 
gonna keep the camera more inside the 
world this time." 

If all these elements come together in 
good fashion, Gex 3 could be a great play- 
ing game in addition to the most in-depth 
platformer on the PlayStation. Blundell sum- 
marizes it well: "The big thing going into 
Gex 3 that was really important for us was 
to make sure everything is all new. That's 
part of our message. We really want to 
make the world rich and create a different 
experience for people. You think about all of 
the new characters, costumes and all the 
mechanics — it's overwhelming. We've 
essentially restarted from scratch. There's 
^tfc so much going on in the game. 




We're pretty proud of the fact we're putting 
that much detail into the character. The 
only game that is doing anything like this is 
Crash Bandicoot: Warped!" If Gex could 
stand tall in that kind of company, OPM 
would certainly be pleased — and we think 
Agent Xtra would be, too. 




If you've played any of the Gex titles, you 
know all about The Hub that is used to hop 
from level to level. In Gex 3, The Hub has 
been entirely scrapped and remade into 
something really different. Blundell explains: 
"One thing that struck me when I first saw 
The Hub is that it felt like a level; it didn't 
feel like a hub where you were blocked off. 
It felt like I could search around here and 
find stuff. In addition to that everything 
wasn't limited to 'here's a door, open the 
door and go into the level.' There are little 
secrets within The Hub. For instance, one of 
the worlds is blocked by boulders and you 
have to find a way to bust the boulders to 



^ 



get through to the next section. The map 
area is an interactive device that really 
makes you feel like as a gamer you have an 
impact on how you're opening the levels, as 
opposed to getting a key to open a door. We 
love the beauty of not having a linear setup 
where you have to go to different levels to 
progress. But at the same time we like the 
fact that we're creating interactivity within 
The Hub in order for the gamer to open up 
certain levels." It seems like a good direction 
to go in. By making The Hub look like any 
other part of the game, it makes Gex 3 a 
more immersive experience altogether. 
Solving 30 levels and then being shot back 
into a 2D map or something that looks 
nothing like the rest of the game would 
definitely hurt the consistency and feel of 
the game as a whole, and it's something 
that Gex 3 has definitely avoided. 




Various 2D shooting gallery minigames are dispersed throughout the 
15 levels of Gex: Deep Cover Gecko. 



Check out the next OPM demo disc foi 
a movie of Gex: Deep Cover Gecko! 
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Officially licensed by the Federation Internationale de I'Automobile (FIA) All 16 international courses, and all 11 teams fron 
the 1998 Formula 1 World Championship season including McLaren and Ferrari Multi-player mode: 1-4 player (split screen 




and link cable) with 10 cars on the track New racing simulation engine with a representative physics model All new 
features include G-force driver head movements, animated pit stops, race replays, and more. 
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Kraig Kujawa 
Editor In Chief 

Since his Green Bay Packers 
have been torturing him with 
their ridiculously inconsistent 
play, Kraig has reimmersed 
himself in football games; particularly Madden 
99 and Blitz 99 (arcade). He'll stop just in time 
to play the next Ridge Racer game. 
Favorite Genres: Sports, Strategy, Action 
Current Favorites: Madden NFL 99, Crash: WARPED 
Can't Wait For: Silent Hill, R4 



What about QUALITY? 



by Joe Rybicki 





Joe Rybicki 
Deputy Editor 

After much soul-searching, 
Joe has decided that his life's 
dream is to someday be the 
subject of a song by Wesley 
Willis. Meanwhile, he continues to stock up on 
iced tea mix in anticipation of the Y2K crisis. 
Favorite Genres: Adventure, RPG, Puzzle 
Current Favorites: 0PM Demo Disc 16 
Can't Wait For: Silent Hill, Legacy of Kain: Soul 
Reaver, a new They Might Be Giants studio album 




Wataru Maruyama 
West Coast Editor 

Wat has been waiting for good 
2D fighters to surface on the 
PlayStation. Check out his 
thoughts on DarkStalkers III to 
see how excited he is. Of course, great 3D fighters 
like Tekken 3 have made the wait more bearable. 
Favorite Genres: Fighting, Racing, Adventure 
Current Favorites: MGS, DarkStalkers 3, Tekken 3 
Can't Wait For: SF Alpha 3, Silent Hill, Ridge Racer 
Type 4 w/Jogcon 




Mark MacDonald 
Assistant Editor 

Mark spent most of this month 
trying to catch up on all the 
great games just released. Will 
he ever finish them all? "The 
end matters not," he says, "for it is the journey that 
I live for!" We just smile and slowly back away... 
Favorite Genres: RPG, Action, Adventure, Shooters 
Current Favorites: Beatmania, Capcom Gen. 2 
Can't Wait For: Silent Hill, Final Fantasy VIM, R-Type 
Delta, R4, Lunar: SSSC, Ehrgeiz, Quake II 




OK, yes. Metal Gear Solid is short. 
We Know. Newsgroup soapbox- 
standers, attention-seekers and 
jaded gamers, take note: We get it 
already. You like your games to take 
longer to beat than the seven to 15 hours 
usually assigned to MGS. (Never mind the 
fact that players of Resident Evil 2 gener- 
ally attested to roughly half that, and 
gave the game nowhere near as much 
heat. That's an issue for another rant.) 
We understand what you're saying. 

And there is certainly something to be 
said for the scope of games of old. I still 
have legal pads full of scribbled notes for 
Ultima V on the PC; I appreciate length 
and breadth as much as the next game 
geek. But there's an issue here that 
seems to be overlooked far too often 
lately: depth. 

To put it another way, too many game 
reviewers today focus on the quantitative 
fact that today's games are smaller in 
length or scope, and seem to miss 
the fact that they are qualitatively 
greater — that is, they offer a deeper, 
richer and more involving experience 
than ever before. To return to the 
specific example of Metal Gear Solid: 
Sure, the game can be finished in 
somewhere around 10 hours. But in 
that time the player hasn't come close 
to exhausting all the game has to offer. 
I've been seeing reviews and news- 
group postings griping about how the 
game is overrated because it can be 

Lara doesn't have to worry 

about length. Of her adventure, 

that is. Tomb Raider 3 is huge. 



Games Reviewed 

Tomb Raider III 90-91 

Twisted Metal III 94-95 

Knockout Kings 98 

Bust a Groove I00 

Apocalypse I02 

NBA Live 99 I06 



beat in x hours. None of these seems to 
mention the different endings, the VR 
Training Mode, the loads of secrets or 
the other subtle nuances that make MGS 
one of the truly great games of our time. 
Some of these subtleties may not be 
seen until just the right circumstances 
fall into place or the player decides to 
start experimenting more. How can that 
be measured? 

Now, I'm not claiming that the depth 
acquits the short story time entirely. But 
it does seriously overshadow it. After all, 
you may reach the end quickly, but you'll 
have one hell of a time getting there. And 
isn't that every bit as important? 




DarkStalkers 3 I08 

Street Fighter Collection... .108 

Destrega 112 

Tiny Tank 112 

Tiger Woods 99 113 

Asteroids 113 



It doesn't get much more simple, yet effective than OPMs five-disc rating system. Very few games are lucky 
enough to get our golden five-disc salute, but if one does, be sure to pick it up! 
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We would play with road kill Below average. There's some A good title. It's a fun game Definitely a topnotch game. Fabulous! These are the 

before playing this piece of fundamental flaws with this with some flaws that can Very good and well worth games that really make you 

garbage. Really, we would. game; get something better. be overlooked. your time. proud to own a PlayStation. 
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All the casino action you crave...without leaving home. We know how you 
love the Caesars experience. The lights, the sounds, the action. It's all 
captured in the new Caesars Palace II" for the PlayStation* game console. 



• 19 games of chance including: Craps, Blackjack, 
Roulette, Slots, Video Poker, Mini-Baccarat, Keno 
and Poker Challenge 

• Super fast game play for up to 4 players 

• Chart your performance with statistical analysis 

Caesars Palace II is the complete casino-lover's dream game. Since you can't take your sofa to 
Caesars Palace, we've brought Caesars Palace to you. Coming soon for the Game Boy" Color unit. 
1-800-INTERPLAY • www.interplaystore.com • www.caesars.com 



Odds and pay-outs authenticated by expert 
statistician William Bertram, Ph.D. 
Learn expert strategies and tips with the exclusive 
Caesars Palace Guide to Gaming 



7 ::'*'« limr 



i in '„..... 



4th O* JULY 




4P, {St. ' H 



WJr\ 



BY GAMERS. FOR GAMERS.' 



'S. For Gamers " are trademarks ot Interplay Productions All Rigtil 
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Computer Entertainment Inc. The ratings icon Is a trademark of the interactive Digital Software Association. Manulaclured and printed in the U.S.A. 
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Core Design 
Eidos 
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Adventure 
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Tomb 
Raider III 

Frustrating, but worth the effort 





lease forgive me if this is less coherent than usual. I was up 
■^■fe \ all night visiting with an old friend named Lara. She's a nice 
\J j girl; you'd like her. Sure, she can be hard to handle some- 
^^ times and she's never really grown out of some problems 
she had at an early age, which leaves her a bit unstable — 
unbalanced, even. But she's tough as nails, takes crap from no one, and 
has an admirable spirit of adventure. And in spite of all her problems, 
you can't help but want to guide her through just one more level... 

Everything old is new again. ..and again 

Let me tell you, though, Lara hasn't changed much in the past few 
years. When she first hit the scene, people called her revolutionary — but 
two years is a long time in the world of video games, and the revolu- 
tionary games from that period appear surprisingly dated today. 
Considering that the basic Tomb Raider engine hasn't changed signifi- 
cantly since the original game, TRIII looks and feels a bit worn. The 
upgrade to hi-res makes things look crisper, but crisp pixels still look 



like pixels; and the game still retains its grainy feel. Some nice colored 
light-sourcing helps update the game a bit, but overall the look is strik- 
ingly similar to the previous games. 

If s what's underneath that counts 

Now, that's not to say the game itself hasn't undergone some 
improvements. The level designers got a heck of a lot more creative this 
time around, which gives the game a great deal more variety than 
before. Levels in the Nevada desert, the South Pacific and the subways 
of London add some much-needed variety — especially considering that 
this time around, they actually look and feel like the locations they rep- 
resent. The level design feels a lot more authentic (once you get out of 
the standard jungle environment, at least; more on that later). When 
Lara plunges to the bottom of an immense holding tank in a London 
power plant, you can practically feel the pressure of the water. 

More organic environment design and careful use of sound effects 
help with the more realistic feel. Fire Lara's pistols in a large room and 





Another nice addition 
to TRIM is the ability to 
choose your own path 
rather than having it 
determined for you 
(above). After complet- 
ing the India levels, 
you have the option 
of traveling to one 
of three different 
destinations. 



you'll hear appropriately impressive echoes, for example, and you can 
hear the faint sound of insects on the desert levels. And the environ- 
ments are dramatically lit and much more colorful than those in the 
previous games, adding some very welcome graphical variety. 

That's a tot of running! 

In addition to all this, the game is every bit as huge as previous 
Tomb Raider titles. Some levels are simply immense, which translates 
into some seriously extensive play time (and a great deal of running 
around), which is always welcome. 

Unfortunately, a lot of this play time can be attributed to replaying 
level sections. Why, you ask? Well, apparently someone over at Core 
decided that being able to save as often as you like made Tomb 
Raider II too easy, so TRIII marks the return of the limited save — sort 
of. It's a slightly more forgiving system than the first games; instead 
of having to find Save Points, you need to collect Save Crystals, which 
you can use to save your position wherever you want. But they might 
as well have returned to the Save Points, because without knowing 



Viva vehicles 



where the Crystals are located, you're not going to want to use up 
your supply. It's a poorly thought-out return to one of the most irritat- 
ing aspects of the original game, and makes TRIII much more frustrat- 
ing than it should be, especially in the more difficult levels — which 
leads me to another major complaint, the unbalanced gameplay. The 
first two levels in the game (the second, in particular) can get mind- 
numbingly, excruciatingly difficult. The fact that these are tired, unin- 
teresting jungle areas makes plowing through them a chore. But it's a 
chore that's worth the effort, because afterward the game smoothes 
out quite a bit, with a much more managable level of difficulty (my 
play time for the second level was over an hour, for example, while 
the third level took barely 15 minutes). 

Combined with level design that makes it a blast to just wander 
around, these later levels return to what Tomb Raider is about: explor- 
ing and adventure. As long as you can stick it out through the first 
few levels (and as long as the significant graphics glitches and camera 
problems don't drive you away), you'll find Lara a rewarding and 
addictive — if sometimes frustrating — companion. — Joe Rybicki 



Box Score 
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Like the previous game, Tomb Raider III 
includes vehicles for Lara to control, 
including a four-wheel All-Terrain Vehicle 
(above left) and a rapids-worthy kayak 
(above right). Unfortunately, the game 
doesn't have any areas to really experi- 
ment with these vehicles. Once you 
nabbed the snowmobile in TRII, you 
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gained access to a large room with lots 
of ramps and jumps and other fun stuff. 
I was expecting the same in TRIII with at 
least the ATV, but no dice. There are 
some pretty impressive jumps you'll need 
to navigate; there's just nowhere to play 
around with Lara's new toy. Oh, well, 
perhaps in Tomb IV... 



Pros 

Much more interesting 
level design makes it fun 
to Just explore 
More realistic 
environments 
It's hugel 

Cons 

A limited save system 
Severely unbalanced levels 
LOTS of graphical glitches 
LOTS of camera problems 
Not Improved enough 



"As long as 

you can stick 

it out through 

the first few 

levels, you'll 

find Lara a 
rewarding and 

addictive — 
if sometimes 
frustrating — 
companion." 
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What if LEGOS* came with the option 
to mount LASERS and CRUISE MISSLES? 
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IN WARZON6 2IOO, 

you won't choose from pre-made 
units like in typical strategy 
games. You'll build them from 
scratch, resulting in over 2.DDD 
different vehicle designs.* So, if 
you want an action-laden, blast- 
of-a-game that requires your 
own intelligence (as much as that 
of the artificial variety) then grab 
some blocks and start building 
your meal ticket to the future. 




Nearly 2.D00 more than any other strategy game. 
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Twisted 
Metal III 

You can't franchise imagination 





t was the night of Sept. 24, 1982. 1 had eagerly settled in to 
watch another fine episode of the Dukes of Hazzard. With 
the past season having done so well, I figured this season's 
premiere would boast some prime Dukeage. But as the 
show began, I was aghast. Something was wrong, horribly 
wrong. Gone were the familiar Bo and Luke Duke; in their place were 
two soap opera-reject impostors with the unlikely names of Coy and 
Vance. Sure, on the surface they looked similar. One was blond and 
suave with the ladies, the other dark-haired and a bit rougher around 
the edges. Daisy was still there, and Boss Hogg, and, of course, the 
good ol' General Lee. But the show, similar though it may have been in 
appearance, had lost the personality had made it such a success to my 
discriminating 8-year-old mind. 

And my point is...? 

It's always sad to see a familiar franchise change hands. There's 
always a chance that the new proprietors might do a better job, but it's 



a slim chance. In the case of Twisted Metal III, in changing hands from 
SingleTrac to 989 Studios the franchise has all but lost what made it 
appealing in the first place. 

Gone are the large, interesting levels. In their place are levels that 
are either small and bland or large and bland. Granted, there are a few 
exceptions, but nothing to match, say, the New York level of TM2. On 
the whole, TMIII's arenas lack imagination. Most of the "secrets" are 
painfully obvious to anyone but the computer-controlled AI opponents. 
There are occasional bright spots, especially in the multiplayer 
Deathmatch Mode (a favorite tactic of mine is pumping Ricochet Bombs 
into the North Pole ravine), but for the most part these tend to feel 
accidental rather than intentional. 

Also gone are the cool, sinister characters of the previous games. In 
their place are hokey impostors and even hokier newcomers. Call up 
info on any given character and you'll hear a cheesy rant delivered by a 
cheesy voice actor — accompanied by artwork that bears about as much 
resemblance to the fantastic comic style of the earlier games as Beetle 




The cinemas (above) are interesting in that they combine 
rendered vehicles with flat, comic book-style backgrounds. 
But the animation is extremely poor, especially the horrible 
facial contortions Calypso performs during the introduction 
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Some levels do have 
their secrets. You can 
blow up Big Ben (left), 
for example, or call 
lightning down on your 
opponents at the North 
Pole. But most of these 
are either painfully 
obvious or "hinted" at 
during the level intros 
with no subtlety what- 
soever. See below for 
more examples. 



Bailey does to van Gogh's Starry Night. (And don't even get me start- 
ed on the terrible cinemas. The idea of combining rendered art with 
flat animation is an interesting one, but in this case the results are, 
shall we say, less than spectacular.) 

Bright spots on dull chrome 

Of course, this is a Twisted Metal game. If you just want to catch 
up with your old TM friends and don't really give a hoot about atmos- 
phere or how true this new offering is to the rest of the series, you'll 
no doubt be pleased to know that many of the old favorites have 
returned, including Axel, Mr. Grimm and, of course, Sweet Tooth. 
Furthermore, many special moves and weapons have been carried 
over from the previous game, helping make the transition easier 
for fans of the series. 

Other highlights include the formidable level of challenge, the 
length of some of the more advanced matches and the four-person 
multitap Split-screen Mode, which allows you to face off against 
three brave friends. 



But... 

It must be pointed out that the challenge level is in many cases 
more a result of sloppy design than anything else. The game's physics 
(inherited from Rally Cross, we're told) can be absolutely brutal. 
Crash into a wall at the wrong angle, for example, and you could find 
yourself out of commission in a dangerous roll that could easily cost 
you a life. Also particularly touchy are ramps, stairs, pools of water, 
empty stretches of concrete and pretty much every other surface in 
the game. This can make for some hearty laughs in a friendly death- 
match, but translates into frustration if you're trying to beat the game. 

Also disappointing is the low frame-rate in just about any multi 
player game involving more than two vehicles. Why can't developers 
at least offer the option of a lower-resolution or a minimal-texture 
mode to help speed up processor-intensive situations like this? 

In the end, I would have to recommend either Vigilante 8 or Rogue 
Trip before TMIII to all but the most die-hard TM fans. V8 looks and 
controls better, and Rogue Trip is simply more fun to play. The 
godfather of vehicular combat deserves better. — Joe Rybicki 



Some not-so-secrets 
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Hangar 18 — Blow up these suspicious 
switches (far left) and you'll gain access to 
the upper level. Turn left and head to the far 
platform, where you'll turn left again and 
enter a teleporter. Blow up the spaceship's 
dome (left) to reveal a powerful weapon. 

North Pole — Gosh, I wonder what all these 
buildings are doing in the middle of a clear- 
ing? Blow up Santa's village and you'll be 
able to pick up the Lightning weapon, which 
will torch anyone unlucky enough to get 
near the central pillar. 

London — Here's a hint: Writing "Keep Out" 
on a wall is a pretty good way to ensure 
that absolutely no one will. Here you'll find 
a few choice weapons and a valuable short- 
cut you can use to keep the heck out of 
Minion's way. 



Pros 

Familiar characters 
Some nifty special attacks 
Four-player IWIsted Metal I 
Cooperative multlplayer 
mode 

Cons 

Bland, unimaginative 
level design 
Touchy physics 
Dramatic frame-rate drop 
In big multlplayer games 
Bad art and cinemas 



"In changing 

hands the 

franchise has 

all but lost 

what made it 

appealing in 

the first 

place." 
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Packed solid with insane tricks 
and treacherous downhill runs, 
CoolBoarders 3 is so realistic 
it'll turn your living room into a 
half-pipe. Lock into an authentic 
' I Burton* or Ride* snowboard and 
you're ready to thrash through 34 courses, 5 challenging 
mountains and 6 world class events. Feel the wind rushing 
by as you pull off thousands of combinations with sick 
moves like Misty Flips, Melancholy's and Sad Air. Throw 
in intense fighting action and 2 player y^~\ 
split-screen racing and your teeth will be SBS) 

STUDIOS 

chattering long after you've left the slopes. ^^y 
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Publisher Electronic Arts 
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Sports 




Knockout 
Kings 

EA's boxing game packs a realistic punch 





fter years of waiting, boxing fans finally have a PlayStation 
game they can sink their fists into. Knockout Kings is a 
gritty boxing simulation that takes the sport very serious- 
ly — probably even more than it deserves. Who really wants 
to box in this laughable era of ear-biting, 50-year-old men fighting, 
and Don King evangelizing? Well all right, maybe some of us do. 

Thankfully, EA doesn't force players to lower themselves to the box- 
ing "style" of the present. The game has more than 30 real boxers 
from the past and present ranging from Muhammad Ali to Evander 
Holyfield, allowing you to re-create a variety of historic match-ups. 
Most of the boxers look nearly identical to their real-life counterparts. 
Their faces are texture-mapped onto their polygonal heads, and if you 
connect on enough punches, they'll even give you the satisfaction of 
bleeding a little bit too. If you don't care to live through someone 
else's persona, you're free to create your own boxer from scratch and 
raise him through the rankings to get a shot at the championship. 
Doing so can be a laborious task. Boxing is often a brutal chess 




match, and Knockout Kings re-creates that almost flawlessly. Knowing 
how and when to punch, block and counter is essential to consistent 
success in the game. Even after mastering many of the moves, I still 
had trouble knocking out my opponent, and often won through a deci- 
sion or squeaked by with TKOs. Although realistic, this style of play, 
coupled with the game's deliberate pace, saps some of the excitement 
out of the matches. EA tried to help cater to arcade tastes by including 
a Slugfest Mode that lets you play without rules. Unfortunately, it isn't 
different or fast enough to reel in casual players. 

The bottom line is that if you're looking for a hardcore boxing 
simulation, you'll love Knockout 
Kings. Anyone else looking for a 
fast-paced brawl should buy a 
fighting game or wait to see how 
Sony's forthcoming boxing game 
Contender (previewed in this issue) 
turns out. — Kraig Kujawa 



Switch to the first-person camera and feel 
what it's like to be in the ring with 
Holyfield (above). 
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Pros 

Lots of boxers 
Realistic boxing 
Plenty of moves 

Cons 

Gameplay Is a little 
too slow 

Only true boxing fans 
will really like the game 
Loads too often 



Crate your own boxer and train him as he climbs 
the ranking charts. Here, your friendly editor takes 
a nap on the ring canvas (left). 



"The bottom 
line is that if 
you're looking 
for a hardcore 
boxing simula- 
tion, you'll 
love Knockout 
Kings." 
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HAS ONE TINY 

HOPE FOR 
SURVIVAL 
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Don't just stand there, bust a groove 




bout the only game you might have played that comes 
close to the style of Bust A Groove is the enigmatic 
PaRappa the Rapper. The basic idea is the same: tap but- 
tons to the beat of various songs, only this time instead of 
out-rapping the computer the idea is to out-dance your opponent. 

Because so much of the game hinges on music, the soundtrack plays 
a much more important role in Bust A Groove than usual; luckily its 12 
original CD tracks are up to the task. There's a good variety of musical 
styles represented in the songs, all of them catchy and memorable, 
matching the stage and character they go along with perfectly. 989 
also did an amazing job converting the few tracks that were originally 
recorded in Japanese; the transition is so smooth, in fact, it'll be 
impossible for anyone who hasn't played the import to tell which songs 
have been changed at all. 
Of course, to dance you need more than just the right music; you also 
gotta have the moves — and Bust A Groove has that covered as well. 
All the motion-captured steps come off smoothly and gracefuly, work- 




ing perfectly in time with the different songs. The stages and dancers 
look great and the constantly moving camera keeps the matches 
dynamic and exciting. 

The only gripe I have with Bust A Groove is that it's difficult to play 
and watch at the same time. Since you need to concentrate on listen- 
ing to the music and performing the increasingly difficult dance steps 
(for example, left, left, right, up and X) to the rhythm, actually being 
able to watch your character dance can be quite a chore. 

But the great soundtrack, unorthodox theme and fresh look of the 
game are still hard to resist, even for casual and nongamers. The bot- 
tom line is, if you liked PaRappa, 
you should like Bust A Groove. As a 
one-player game the novelty will 
wear off, but as a multiplayer and 
party game few titles can match it. 
Highly recommended. 

— Mark MacDonald 



For the less scrupulous dancers out there, 
you can attack your opponents a couple 
times per match and try to knock them 
out of their groove. 
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Pros 

Awesome soundtrack 
Smooth dancing and 
slick look 

Some great characters 
to choose from 

Cons 

Not much depth to the 

gameplay 

Hard to play and watch 

at the same time 



Each character you finish Bust A Groove with 
becomes available in the game's Dance View Mode, 
pictured above. There you can choreograph your 
own custom dance sequence, choosing from all the 
available steps and camera positions. 



"The great 

soundtrack, 

unorthodox 

theme and 

fresh look is 

hard to resist, 

even for 

casual and 

nongamers." 
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My name may be Tiny but I'm also the only hope to save humanity from 



a bunch of brainless robots. I'm equipped with the most advanced 



weapons-big guns and rocket launchers-so I'm not going to take 



THE ADORABLE KILLING MACHINE 



any B.S. from anyone or anything. So call me what you want, because in the end, all that matters is the size of 



your guns. Just ask the sorry-ass robot with a Texas-sized hole in his gut. www.tmytank com wwwmgminteractive com 
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Apocalypse 

Simple fun, but not the end of the world 
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Analog Control* 
Compatible 
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■h \ or all the time it spent in development (over two years), 
Lb I the many different forms it has appeared in over that time, 
^^7 and the hyped celebrity contributions, Apocalypse ended 
up a surprisingly simple game: basically, you run around 
and blow stuff up. Blow lots of stuff up. 

Both in controls and gameplay, Apocalypse feels similar to old arcade 
shoot-everything-that-moves games like Robotron and Smash TV, but 
with added platformer elements. Controls are quick and easy — one 
analog stick (or the D-pad) for movement and the other (or four but- 
tons) to fire in any direction, with shoulder buttons for jumping and 
changing weapons. The camera shifts and zooms automatically as you 
pass through the levels, jumping over obstacles and across cliffs, build- 
ing rooftops, moving platforms with lava below, etc. This changing 
perspective looks great visually but can be quite confusing controlwise, 
especially when it shifts in midjump with gaping death below. 

Graphics are about average for a modern PlayStation title, impressive 
at times but overall way too dark. Yes, it is called Apocalypse, so it's 




obviously not going to be sunshine and pink bunnies, but the heavy 
shading is so overused here that the graphics come off looking dull 
and washed-out; sometimes it's so dark it's hard to even tell where you 
are. There are some nice visual effects (enemies running around on fire 
after you torch them with the flamethrower comes to mind), but the 
explosions and most of the weapons are disappointingly plain-looking 
and unoriginal. Slowdown also pops up now and then when things 
heat up, which perhaps is the reason behind the subdued effects 
elsewhere in the game. 

And yet, despite all its problems, Apocalypse is still fun in the way 
that only mindless shooters can be. 
Think of it like any recent Bruce 
Willis movie: nothing very serious 
or involving, but plenty of action 
and decent fun if you can shut 
off your brain. 

—Mark MacDonald 



Both Bruce Willis and pop singer Poe were 
recorded and motion captured for the ren- 
dered cut scenes between each level, but 
even so the story never really takes off. 




Box Score 



The flamethrower and FMV video screens within 
the levels spice up the graphics to a point, but 
can't rescue Apocalypse from going overboard 
on the dark and dreary look. 



Pros 

Nothing but 
nonstop action 
Intuitive control 
scheme well suited 
to the gameplay 
Huge levels 

Cons 

Occasional slowdown 
Graphics too dark and drab 
Automatic moving camera 
sometimes makes things 
difficult 



"Nothing ver) 

serious or 

involving, but 

plenty of 

action and 

decent fun if 

you can shut 

off your 

brain." 
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S.C.A.R.S. (Super Computer Animal Racing Simulation), the post- 
apocalyptic racing thriller, offers the coolest cars to drive 
and fight over the roughest terrains. These computer-generated 
animal-modeled cars purr, growl, roar to life, and crush the 
competition. All they require is you behind the wheel. 



Ubi Soft 




www.ubisoft.com 
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166 CARS, 11 TRACKS, 1 CHECKERED FLAG 




ik you're a good driver? Put your skills to the test with Gran Turismo - 
the most challenging and realistic driving game ever designed for 
the PlayStation game console. Real racing pales in comparison 
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IFFERENT CAR 

, a Corvette, power an 
RX7 through a wicked "S" turn or 
catch air in a Subaru wagon (after 
you've dropped the kids off at 
soccer practice, of course). Fact 
is, with over 1 60 vehicles from 1 
world-class auto manufacturers, 
we could go on and on. Because 
no other game offers as many 
cars as Gran Turismo. Period. 



Bragging rights are on 
the line. Go head-to-head 
with your friends in a pro- 
duction car or one you've 
modified yourself. The 
action is just as fast. The 
victory is twice as sweet. 



i turns, (A) take a late ap 
and use your exit speed to pass on 
the inside. To protect a lead, (B) try 
a defensive line that keeps your 
opponent in the rearview mirror. 
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NBA 

Live 99 



The only hoops in town. But do you care? 





o we're in the midst of an NBA lockout and you're craving 

some hoops. With the possibility of the whole 1998-1999 

season being scrapped, NBA Live might be the only place 

you get to see your favorite players on the hardwood. But if 

the rosters are wrong, do you really care? 

After the lockout ends, there's gonna be a flurry of roster changes 
stemming from trades and free agency. And NBA Live 99 will have 
none of them. But, what it does have is vastly improved gameplay 
and graphics. 

Let's start with the biggest improvement, and that is the game's 
upgraded artificial intelligence. NBA Live has always been an easy 
game to beat when playing the computer, but that's no longer the 
case. The CPU now has a coherent offense that will take advantage of 
your defensive shortcomings, and it also plays better man-to-man cov- 
erage on defense. While there are too many steals and blocks, and 
you can hit your man by throwing a pass the length of the court a little 
too easily, NBA Live's gameplay is absolutely topnotch — especially 



when playing the game with a few friends. If it seems a little too realis- 
tic for your tastes Live now has an Arcade Mode that gets rid of the 
whistles and adds a host of over-the-top dunks. 

The other major addition to Live 99 are the texture-mapped 
player faces that change to show emotion while on the court. After 
dunks, players scream and glare intensely, and in other situations 
they might smile. It's eerie how closely their faces look like the real 
thing. While it's not something you notice often, it is a nice touch. 
To tell you the truth, I wish that EA would concentrate more on 
getting the frame-rate a little higher in the game. The 3D graphics 
look great and animate well, but a faster frame-rate would have 
been the icing on the cake. 

Nevertheless, this is a great 
update to the Live series. I just 
don't look forward to reworking 
all the rosters. 

— /Craig Kujawa 




PHONE NOW! 

Call our all-new 
Video Gamer's 



Recent Winners!!! 

PJ Whitner, Horn Lake, MS • Kim Smith, Woodland Hills, CA • Kyle Rhines, Allentown, PA • John Marines, 
Staten Island, NY • Jean Sassen, West Covina, CA • Chris Long, Marietta, GA • Zaiad Dailey, Norville, KY 
Eric Boll, Lake Forest, IL • Rebecca Satterlee, Laughlin, NV • Jimson Apuyan, Corpus Christi, TX 
Jack Brown, Memphis, TN • Angie Denist, Orange, CA • Micky Moomau, Mount Jackson, VA 
Sam Cadwell, Pleasant Hill, OH • Eric Hoitsma, Hammond, IN • G Jones, Colorado Springs, CO 
Ryan Gastinger, Louisville, KY • Tommaso Banker, Eugene, OR • Matt Benson, Danville, AR • Paul 
Robson, Bay Shore. NY • Michael Hayes, Lubbock, TX • Brandon Gilbert, Detroit, Ml 
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AND WIN! 

Rotary calls accepted 

■900-773-8439 

Only one winner per household per month! 
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THE HOTTEST 

GAME NEWS & TRICKS! 



• Listen to Quartermann 
Gossip Before It's in EGM/ 

• Call and Test Your Knowledge 
of Video Game Trivia! 

• Get the Latest Expert Gamer 
Codes & Tricks 

• Hear Review Crew 
from the best gamers on the planet! Members' Game Ratings! 

Product names are registered trademarks of NUBY HOLDINGS CORPORATION 

TRIVIA CONTEST RULES 1 Entry. To enter conectly answer six consecutive trivia questions and leave your name, address and phone number as instructed. Winners will be determined by judges whose decisions are final. One winner per household per 
month Ziff-Davis assumes no responsibility lor unintelligible, incomplete or misdirected responses. 2. Pnzes: Winners will receive one (1 ) of the tallowing at Ziff-Davis' sole discretion: Remote Wizard, BoomerangW, Reality Vest, X-Wire Wireless Controller. 
Prizes have an approximate retail value of at least $25.00. All prize winners will be notified by mail. Prize(s) are non-transferable. No substitutions of phze(s) are allowed, except at the option of Ziff-Davis should the featured pnze(s) become unavailable 
3 Eligibility Contest open to resklents ol United States and Canada. Void in Maryland. Non-compliance with the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualification. Wnners °" h ™legal 
guardians shall return a signed affidavit ol eligibility/release of liability/pnze acceptance within 5 days ol receipt or forfeit prize. Employees of ZD Inc., NUBY HOLDINGS CORPORATION and their respective affiliates are not eligible. Neither ZD Inc NUBY, nor 
their respective affiliates subsidiaries divisions or related companies are responsible for any damages, taxes or expenses resulting from this contest. Winners acknowledge that ZD Inc. has neither made nor is in any manner responsible or liable for any war- 
ranty or quarantee whether express or implied, in lad or in law, relative to any pnze including but not limited to its quality, mechanical condition or fitness. Winners accepting prizes agree that all pnzes are awarded on the condition that ZD Inc its agents, rep- 
resentatives and employees will have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession, or use of the prizes. 4. Winners Ust: For a list of winners, send a stamped, self-addressed envelope to Preview 
Line Trivia Contest " PO Box 3338 Oak Brook, IL 60522-3338. Allow 3-4 weeks for delivery. 5. Restrictions: Void where prohibited or restricted by law. All federal, state and local regulations apply. 
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Street Fighter 
Collection 2 

The classics you've been waiting for 

-v. enjoyed the first Street Fighter Collection as much as the 
\ next SF nut, but this is the collection everyone has been 

I waiting for. The original SFII was the brawler that started 
/ the craze, and I can still remember the first time I fumbled 
my way through the confusing (at the time) six-button control 
scheme at the local arcade. It wasn't until the home version release of 
the original that the madness truly kicked into high gear and that brings 
us to the second installment Street Fighter II: Champion Edition. 

All the action is faithfully re-created on the PlayStation, and I can 
swear it's very close to arcade perfect. After playing through the third 
and most eagerly awaited title in the collection, SFII Turbo, I can say that 
the conversion is right up there. This is a must-have collection, especially 
because of the extras that Capcom has thrown in. There is a training 
mode for each of the titles and even oodles of supplemental material that 
makes it a great collector's piece. As an added incentive, there are more 
goodies that can be unlocked when you beat each of the titles. Whether 
reliving past battles or grabbing a piece of fighting history, Street Fighter 
Collection 2 is a good bet. — Wataru Maruyama 






Who can forget finally being able to play 
same character vs. same character in 
Street Fighter II: Championship Edition? 



OS 



Pros 

Arcade perfect 

Bonus 

materials 

Classic 

gameplay 



Cons 

• Similar titles 

• Loading times 
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The animation in DS3 may fall just short of the 
arcade, but more importantly the play is right on 



Box Score 



Pros 

• Smooth 
gameplay 

• Edit mode 

• Vibrant colors 


Cons 

• Missing 
animation 
frames 

• Some sound 
problems 
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DarkStalkers 

The Night Warriors return in style 

ne of the darker moments in Capcom history had to be when 
^F^^k \ they were forced to release a subpar version of the first 
V M I Dar kStalkers on the PS. Being unfamiliar with the hardware at 
/ the time, they had another company program the game and 
were faced with salvaging the remains for a releasable product. 
That's water under the bridge now, and we can finally enjoy a great 
fighting game featuring the warriors of the night. DarkStalkers 3 has 
smooth gameplay that is responsive and true to the arcade. All the com- 
bos happen the way they're supposed to and there aren't any of the 
annoying delays in commands that plagued the earlier conversion. There 
is one area where DarkStalkers 3 falls a bit short and that is in audio 
quality. It's still very good, but not quite as good as SF Alpha 2 on the PS, 
resulting in voice samples having too much treble in them and the music 
not seeming as rich. Some nice extras are the Training mode and the cool 
Edit mode similar to the one in Pocket Fighter. You can edit your charac- 
ter's names and even their color palettes, which is quite fun. 

All in all, this is a great fighting title with lots of characters and options 
that will keep you busy for a long time. — vVararu Maruyama 
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:e Hciion! 

Here's the dilly. yo... It's called Bust H Groove. 
Ihe fresh, competitive daoce game for a funhed-up 
Play Station" generation. You control more than ID 
club characters as they perform their super realistic 
daoce moves to disco, house and hip-hop beats. So 
get your body movin' 
with the yame that's 
got the groove gain on! 
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PlayStation and the PlayStation logos are registered trademarks ol Sony Computer Entertainment inc. 989 Studios and the 989 Studios logo are trademarks ot Sony Computer Entertainment America Inc. Published by 989 Studios © 1998 Metro/Frame Graphics/Avex 0.0. Inc./Enix 
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YOU GO STICKSIDE, 
GLOVESIDE, OR THROUGH 
THE LITTLE LOOP IN THE 
LACE OF HIS RIGHT SKATE? 




aceOff '99. Now. 



Presenting 



with all-new Authentic Hockey 

Intelligence so pkiyeis dish oul 

drop passes and hip checks just 
like they would in the NHL. Pull 



oil every check, 



you can think of (including a few 
you can't). Play in real NHL arenas 



designed lioui 



And who better to call the action 



than Mike Lmrickand Darren Pang. 
lesl your skills in the most realistic 
hockey game you'll ever play. 
Without lacing up a pair of skates. 
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Developer Appaloosa/AndNow 
Publisher MGM Interactive 



Genre 



Action 



Tiny Tank 



Tiny talks the talk but can't walk the walk | 

®t's impossible to talk about Tiny Tank like a rational person 
before you turn off the in-game voices. With the little guy 
spouting off stale one-liners literally every five seconds, this 
review was almost "SHUT UP!" repeated 50 times. But now 
.hat it's off, I feel like I can comment on the rest of the game. 
Because of the autoaiming and a ridiculously stupid enemy AI, you prob- 
ably won't notice any major control problems through almost the first third 
of this platformer/shooter hybrid. But once you reach the later levels and 
require precise movement and jumping, you learn that this tiny tank han- 
dles about as sloppily and sluggishly as his real-life, full-sized counter- 
parts. The intense slowdown caused by even a single explosion doesn't 
help matters — often you have to wait a few seconds for the screen to 
clear up just to see what the hell is going on. The graphics are otherwise 
fair, occasionally even impressive, with lots of colored lighting effects — 
but when they grind the gameplay to a halt constantly, what's the point? 
The one thing this game does have going for it are the imaginative lev- 
els — instead of just "kill everything," a nice variety of puzzles are cleverly 
worked into almost all the stages. But, unfortunately, without a good 
game around it, even they are wasted in Tiny Tank. — Mark MacDonald 
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Publisher 



Koel 
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Look how far the camera zooms back, 

and you can still fight from even this far away! 



box bcore 



Pros 

' Original 
controls and 
gameplay 

1 Huge arenas 
to fight In 
Six different 
play modes 



Cons 

• Some weak 
voice acting 

• Story Mode 
only good 
once 






Oh, were you trying to say something, Tiny 
Tank? It's hard to understand you when 
your head is being ripped off by a giant 
clamp! Muhuehahahahaha! 



Box Score 



Pros 

Clever level 
design and 
puzzles 
Some nice 
lighting effects 



Sloppy control 
Lots and lots of 
slowdown 
Extremely 
annoying 
voices and story 
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Destrega 




The best original fighter since Bushido Blai 

ruly original fighting games don't come along very often, and 
"^P" \ ones worth a damn are even more rare. Not that the latest 
j evolution in 2D or 3D fighters is a bad thing per se, but it's 
/ great to see once in a while a game like Destrega that tries 
something new and pulls it off. 
Destrega takes the free-roaming gameplay and large open arenas of 
Bushido Blade one step further, then adds both a great long-range pro- 
jectile attack system (with three buttons for fast, powerful or large spells 
you can combine for different effects) and a simple hand-to-hand close 
combat. Like any good fighting game, it's easy to grasp the basics of the 
controls, but mastery of the subtleties only comes with experience. 
The one-player Story Mode is interesting but disappointing at the same 
time — told in real-time cutscenes, the plot is intriguing but only the first 
time through, and the voices sound like they were recorded inside a tin 
can. With all the other play modes, though (Time Attack, Team Battle, 
Practice, Endurance and more), you won't miss it much. Definitely check 
out Destrega if you're looking for a unique, quality fighting game. 

—Mark MacDonald 
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Asteroids 

Believe it or not, blasting rocks is still fun 

y^ — -v. must admit, it was a little weird when I finished Metal Gear 
I \ Solid and then moved right on to playing Asteroids. Yet 

I the fact that I still enjoyed this simple rock-blasting game 
VI J even after playing the PlayStation's best game speaks 

^ volumes about the value of pure gameplay — the foundation 

from which this game is built. 

The best thing Activision did when remaking Asteroids is stick to the 
fundamentals that made this game great so many years ago. They resist- 
ed the temptation to radically force-fit the gameplay into a 3D world, 
keeping it in its familiar 2D setting. But that doesn't mean all this rock 
busting isn't pretty. In fact, from the picturesque backgrounds (that 
include a flaring sun and a deadly black hole) to the spectacular explod- 
ing debris, the graphics are pretty darn good. When you add to this a few 
different ships to control (each with unique strengths and weaknesses), a 
cooperative two-player mode, large boss ships, loads of power-ups and 
even the classic Asteroids game, this title is surprisingly deep and packs 
plenty of punch. At the very least, it's definitely one of the best classic 
arcade remakes I've played. 

— /Craig Kujawa 
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If you make a good shot with Tiger, he's 
damned well gonna let you know about 
it (above). 



Box Score 



Pros 

Fast gameplay 
Lots of modes 
Five courses 
Gameplay 
Is very 
configurable 



Cons 

• Music and 
Tlgerisms set 
tiring quickly 

• Tlgeresque 
features are a 
overdone 



oooo 



OPM Ratine 




Backgrounds become hazards. Here, the 
sun will often shoot deadly solar flares 
into the playfield (above). 



Box Score 



Pros 

Keeps classic 

gameplay 

intact 

Good graphics 

Classic game 

included 


Cons 

• A better 
soundtrack 
would have 
been nice 


©001 


m.OPN\ Ratine M 




Tiger Woods 

9fPGA Tour Golf 



EA roars with their best PS golf game yet 

f Sony's arcade-paced Hot Shots Golf was combined with EA's 
\ previously slow yet realistic PGA Tour games, Tiger Woods 99 

I is exactly the kind of golf game you would get. 
/ Filled with style and substance, and a whole lot of cheese, 
Tiger Woods 99 is a great golf simulation that tries a little too 
hard to convey attitude, a unique feel, and the sense that "Hey, this is a 
Tiger Woods golf game!". It's hard to blame EA. They paid a lot of money 
for the license and they're gonna make use of it. But really — does every 
feature have to have some "hip" title or Tiger's name attached to it? 

No matter, the gameplay is what counts, and EA has finally delivered a 
fun and realistic PlayStation golf simulation. Tiger Woods 99's 3D graph- 
ics are very good and don't bog down the gameplay from shot to shot. By 
viewing the ball in flight through a variety of quick camera cuts, the 
game feels fast paced, yet still retains all the intricacies that serious 
golfers expect (different types of shots, fielding aids, etc.). There are a ton 
of features, plenty of game modes, practice greens and five different PGA 
courses, making this a ridiculously in-depth game in addition to an enter- 
taining one. —Kraig Kujawa 
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Exclusively on the PlayStation' game console, from OlJvl www.3do.com 

©1998 The 3D0 Company. All Rights Reserved. Army Men, Real Combat. Plastic Men., 3D0, and their respective logos, are trademarks or registered trademarks 
ot The 3D0 Company in the U.S. and/or other countries. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
All other trademarks belong to their respective owners. 



Review Recap Holiday Buyer's Guide 



What to buy your PlayStation-loving loved ones 



A roundup of the best games for the holiday season 



Can you believe it's almost Christmas? My, how time flies. Of course, you've bought all 
your presents by now, right? What's that? You've been playing Metal Gear Solid instead of 
shopping? You still haven't found the perfect PlayStation game for that special someone? 
Well, you've come to the right place. On these pages you will find the most concise 
buyer's guide anywhere. We've collected for you the best of the best, the top picks 
throughout the history of OPM. These are the games that everyone has talked about, the 
games that have made the PlayStation the incredibly successful platform that it is. Bottom 
line, these are the games you should buy if you haven't already — and the gifts your loved 
ones will love you for giving. Remember, however, that the five-disc ratings you see here 
don't mean the games are perfect. We know as well as anyone that there will never be a 
perfect game. These are simply the best games in their category. So what are you waiting 
for... Christmas? Get out there and make it a PlayStation holiday! 
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Ace Combat 2 

The sequel to Namco's hit 
game of airborne combat 
introduces advanced enemy 
fighter plane artificial intelli- 
gence as well as a host of new I 
missions. The challenge of racing down a narrow 
ravine under enemy radar is just one example of 
the overall increased difficulty from the original 
version. The option of using a wingman offers 
assistance to those who have trouble flying the 
missions solo. With an array of distinct aircraft to 
earn, this is easily the PlayStation's best game of 
air-to-air fighter combat. 

OPM Rating 
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Castlevania: SotN 

The latest installment in the 
venerable Castlevania series 
was hailed by many as the 
best game of 1997. Following 
the adventures of the hatf- 
. vampire Alucard as he seeks to put an end to 
^-^1 Dracula's influence once and for all, Castlevania 
offers some of the best platform/adventure/RPG 
action on any system. With an impressive assort- 
ment of enemies, items, magic spells and other 
goodies, the game allows players to equip 
Alucard with various weapons and armor to best 
suit his needs and the gamer's playing style. The 
possibility of three separate endings adds a great 
deal of replayability — as if the superb graphics 
and haunting soundtrack aren't enough to keep 
players coming back for more. A must-have for 
any gamer. 

OPM Rating 



M-M-M 



Colony Wars 

Psygnosis' game of space 

combat wowed players and 

viewers alike from its earliest 

stages of development. Spiced 

with some of the greatest 

graphics of any PlayStation title, this gripping 

space saga is enhanced by great controls and 




a relatively non-linear story line. Players are able 
to pilot an entire arsenal of unique spacecraft in 
an assortment of varied missions to help conduct 
a revolution against the threat of the oppressive 
empire. OK, so the story isn't exactly high art, 
but the hair-trigger controls put most other 
games of space combat to shame. An easy 
recommendation, and one we'd suggest even 
before its sequel, CW: Vengeance. 



OPM Rating (OOOQQ) 




Crash Bandicoot: 
WARPED 

Come for the spectacular 
graphics; stay for the spectacu- 1 
lar gameplay. The third install- 
ment of the Crash series finally I 
manages to get everything right. A number 
of areas completely unlike any previous Crash 
game eliminate any chance of monotony. Just 
check out the jetbike segments — amazing to 
watch and a total blast to play. Nope, an old- 
school platformer it ain't, and there are still the 
occasional moments of limited 3D-inspired frus- 
tration. But this time around these moments are 
few and far between. Bravo! 

OPM Rating ( OOOOO 




Final Fantasy VII 

The most hyped RPG ever 
made good on its promise with 
superlative graphics, a solid 
game engine and an amazing 
story. Complaints of the game's I 
initial linearity are squashed under 
its overwhelming merits. There's a huge world to 
explore, a universe to save and a variety of 
arcade-style minigames to keep things moving 
briskly along. RPG purists who are immune to 
awe complain of the overly cinematic presenta- 
tion. Ignore them. Like other Final Fantasy games 
before it, FFVII has redefined the genre. 

OPM Rating (OOOQQ) 



Gran Turismo 

You just have to sit down with 

Gran Turismo for one lap to 

realize why we've called it the 

greatest racing game ever. 

Where to begin? How about the I 

insane number of available vehicles — 166, to 

be exact, all of them actual makes and models 

(well, there are a couple concept cars) from such 

well-known manufacturers as Honda, Mitsubishi 

and Dodge. How about 11 tracks, ranging in 




recap pick of the year 



Metal Gear Solid 



Naming this ground-breaking game as our chief recommendation 
for the year was a no-brainer. A beautifully cinematic presentation 
(with topnotch voice talent, believe it or not) is augmented by some 
unbelievable innovations, featuring an unprecedented degree of 
interaction between the player and the game. 

Sure, it's a bit on the short side, especially on the easier settings. 
But the story is so deep and involving that you won't mind — unless 
you simply don't care about story. From the instant the game 
begins to its final explosive moments, MGS is a nonstop 
thrill ride that will have you playing through multiple 
times. Lots of nifty extras further aid replay value. 

Metal Gear Solid has shown us how far video games have I 
come, and has given us a glimpse into how far they can 
go. If you buy just one game this year, this should be it. 



METnLG EnR 



M-M-n 




challenge from simple to mind-numbingly diffi- 
cult? How about vehicle physics so realistic that 
professional drivers testify to the cars' handling? 
And if that's not enough, how about a Replay 
Mode that makes you feel like you're watching 
ESPN? Yes, the simulation-style GT Mode is chal- 
lenging. Too challenging for some? Perhaps. But 
there's always the Arcade Mode if you're looking 
for a quick fix. Bottom line? Right now, it doesn't 
get better than this. Go buy it now. 

OPM Rating (QQOQO) 




Micro Machines V3 

Without a doubt one of the 
more unorthodox racers to 
come along in quite awhile, 
Micro Machines V3 puts players] 
at the wheel of one of a num- 
ber of tiny vehicles modeled after the popular 
toys of the same name. Courses range from bil- 
liard tables to breakfast tables, with familiar 
items like playing cards and cereal boxes serving 
as jumps and other obstacles for the miniscule 
racers. While it's good, clean fun in Single-player 
Mode, the multiplayer capabilities bring out the 
worst in everyone. This unusual take on multiplay 
(which, granted, takes a bit of getting used to) 
awards points only when just one player remains 
on the screen. This means you'll resort to just 
about anything to knock your opponents off the 
track, resulting in some uproarious multiplay. 
Don't miss it! 



OPM Rating (QQOOO) 




Moto Racer 

This is an exhilarating motor- 
cycle/dirtbike racer with 
beautiful controls courtesy of 
well-implemented analog sup- 
port. Exceptional graphics and 
10 solid tracks keep the player coming back for 
more. It's practically a toss-up whether to buy 
Motor Racer or MR2. Although its sequel includes 
more tracks, more options and a track editor, the 
basic engine isn't quite as superb. In the end, it 
depends on what you prefer: a limited game 
with a rock-solid engine or a more extensive 
game with less under the hood. Personally, we 

recommend the original by a hair. 

OPM Rating (OOOOO 
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NFL Blitz 

"Oh, that HAD to hurt!" 
Midway's smash arcade hit has I 
finally hit the PlayStation, and 
to everyone's surprise the con- 
sole version actually more than I 
does the arcade version justice. If you haven't 
played the original version yet, come out from 
under that rock and pay attention: Blitz takes 
nearly every rule of football and throws it out the 
window. First downs now take 30 yards, rough- 
ing the passer is encouraged, and best of all, 
there's no such thing as pass interference. In 
some ways, the PlayStation version actually sur- 
passes the arcade. Throw in Dual Shock support 
and Tournament and Season Modes and you've 
got one excellent port on your hands. Fast, 
addictive, brutal and just plain fun. 
OPM Rating 




PaRappa the Rapper 

This is a game that is so unusu- 
al as to be almost indescrib- 
able. To help PaRappa (a lone- 
ly, two-dimensional dog with a 
penchant for infectious rhymes) I 
capture the heart of his floral sweetheart, Sunny 
Funny, players must repeat raps delivered to 
them by a rhyming onion, moose, frog, chicken 
and spider. Sound odd? You have no idea. Still, 
its loveable characters, positive message and 
supremely catchy musical numbers make 
PaRappa both charming for younger players and 
hopelessly enjoyable for discerning adults. The 
ability to go "freestyle" with an original arrange- 
ment adds an element of creativity that even the 
most rhythmically challenged will find captivat- 
ing. Do yourself a favor and give it a try. 



OPM Rating 
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Resident Evil 2 
(dual shock) 

Capcom, notorious for milking 
their successful franchises, has 
managed to come up with yet 
another package in which to 
sell Resident Evil by adding support for the now- 
standard Dual Shock controller to a slightly mod- 
ified RE2. The game includes a new Rookie Mode 
and a superchallenging Extreme Battle Mode, 
and the Dual Shock support is implemented well. 
If you own the original version, of course, there 
probably isn't enough new here to justify the 
purchase. But if you haven't bought RE2 yet, this 
is the logical choice, as it is — gimmicks and all — 
at least a bit better than the original version, 
which was already an excellent game. 
OPM Rating 
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Riven: The Sequel 

to Myst 

This complex, cerebral collec- 
tion of puzzles is superior to 
Myst in every way. Amazingly 
photorealistic graphics, stun- 
ning sound and puzzles that are more sensibly 
integrated into the game help players lose them- 
selves in the touching story. Some graphics and 
sound glitches mar this work of art, but only 
slightly. Be warned: This game offers one heck of 
a challenge to your puzzle-solving abilities. If you 
thought Myst was too tough, you're in for a living 
hell. And, of course, the graphics don't look 
quite as sharp as on the PC. But if you like games 
that are thought-provoking, you'll love Riven. 

OPM Rating 
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Tekken 3 

This game takes the superb 
engine of Tekken 2 and adds 
some truly unique new charac- 
ters, two extra play modes and 
even more impressive graphics I 
to arrive at what is simply the greatest fighter 
ever. Just check out Eddy Gordo's moves if you 
need proof. How will they ever top it? 
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There she Is, the light of your 
life, standing in the door- 
way to the (Insert den, 
bedroom, living room, 
home office), hands on her 
hips, making that face that 
makes you instantly scroll 
through in your head the things 
you've done that could have 
ticked her off. Then you realize 
you are holding the PlayStation 
Dual Shock controller as it 
vibrates In your hand while your 
Test Drive 5 car is Idling on the 
TV screen. Uh-oh. Here It comes. 
The "all you do Is play that damn 
game'' speech. 

Fret not young man! We can 
help you; we can show you the 



path to enlightenment You don't 
want to push your girl away — no, 
this Is about embracing her, 
bringing her Into your world, 
sharing with her the kind of 
thrills that only a PlayStation 
console is capable of giving. 
Hold out your hand to her, good 
man. ..Nay, I say, ferry her sweet- 
ness to the (insert couch, floor, 
bed, office chair) and utter these 
simple words: "My darling (you 
must call her this!), you know 
that this foolish device pales In 
comparison to the delight that is 
the essence of you and I could 
never forsake my deep, abiding 
(Insert love, affection, like a real 
lot) for you. However, if you 



wouldn't mind spending but a 
moment with me, perhaps I could 
show you the magic that this 
machine can deliver. We can do 
this, together. You and I. As an 
expression of our (Insert love; 
committed relationship; shallow. 
Inconsequential fling; hot mon- 
key love)." 

If that doesn't work, we don't 
know what would. But we're 
confident it will work. Why? 
Because we are them. We are 
your girlfriends, wives and 
lovers. We are women, and we 
want you to know what we like 
and how you can turn us on to 
the PlayStation so we don't ever 
have to make that face again. 




w 



fightferil 1M>o 

Why Your Girlfriend Will Love It: 

Those characters from the Capcom 
games are sooo cute with big heads 
and little bodies! (The technical 
term is superdeformed.) And who 
doesn't love a good puzzle game? 
She'll be pinching your cheekies 
when you suggest this one. 
Why You Two Can Play It 
Together: Instead of pulling off 24- 
hit combos on the one female char- 
acter in a regular fighting 
game, your girl can stack 
up and smash huge 
chains of gems while 
you're still strategizing: 
"But if I turn it this 
way. ..wait! No! Arrgh!" 
And you are totaled. 
Why the Female Fighters 
Are Always So Lame: 
Because most of these 
games are designed by 
guys. And most of the 
time they would rather 
make the girl fighters 
cater solely to what 
males would like to see. 
You know what that is. 
It's Also a Good Game Because: 
It's superaddictive. You'll be lying 
in bed at night (with her, right?), 
dreaming of new ways to set up 
super gem combos. (Maybe a little 
too addictive if this is the case.) 

oddwoi'ld:! ■ 

abesoddysee 

Why Your Girlfriend Will Love It: 

It's just refreshing to see a platform 
game that doesn't involve looking 
at a woman's polygonal butt 




through the whole thing. And Abe 
is so adorable, you'll want to love 
him and hug him and squeeze him 
and call him George. Even you, Mr. 
Tough Guy, will giggle when Abe 
farts and says "Hello." 
Why You Two Can Play It 
Together: Instead of punching or 
shooting your way through this 
game, you have to use cooperation 
and communication skills. Most of 
the guys we know could use prac- 
tice in these areas. Abe's Oddysee 
can be, if done right, like a little 
encounter session for you and your 



Editors' Picks for 


Settta' tie Mood 


Jeopardy! 

As much as we hate to say it, 
games based on game shows are 
pretty fun. You might also try 
Wheel of Fortune, etc. 


Myst 

Hardcore gamers groan that 
that this game always tops the 
charts, but there's a good reason 
why. Women love it. 


Arts. Pac-Man is the key game in 
this compilation. Who can resist 
the nostalgia and fun of this 
timeless game that paved the 
way for characters in games? 
She'll like Dig Dug as well. 


Tetris is possibly the most 
popular game of all time, for 
good reason. Anyone can learn 
how to play it well within a 
matter of minutes — like your 
girlfriend, for example. 







girl. Besides, with the switch-off- 
when-you-die two-player mode, 
you'll have hours of fun laughing 
mercilessly at the other person 
every time he or she misses a jump 
and dies horribly in the same place 
for the 30th time. It's evil, but it's 
also good, clean fun that builds 
on the fear of being sold as a 
meat byproduct. 

It's Also a Good Game Because: 
The whole concept of the game is 
great. You'll find yourselves saying 
"Follow me! Okay! Wait! 
Lululululu," to each other compul- 
sively for days after playing it. 
Either that or farting and saying 
"Hello." However you are so 
inclined. But is either a good thing? 



Spyipthe 

dragon 



Why Your Girlfriend Will Love It: 

Spyro falls into that cute, fuzzy, 
awwwww, game category (much 
like PaRappa the Rapper), but 
Spyro is also a graphically gorgeous 
game that's fun, challenging and 
looks for all the world like Uncle 
Walt (as in Disney) had a hand in 
creating the little bugger. One look 
at Spyro breathing fire and flying 
with his teeny (girls usually like tiny, 






delightful things) wings and your 
girlfriend will about bust. The cute 
odometer will definitely be in 
the redzone. 

Why You Two Can Play It 
Together: Platform games are good 
to play together — in kind of a 
gamepad-hand-off you-play- 
through-this-section-I'll-play- 
through-that way. Spyro is not 
so cute, though, that you will 
become annoyed. It's a great 3D 
platformer and Stewart Copeland 
(remember The Police, before Sting 
was tantric and "Every Breath You 
Take" was ripped off by Sean 
"Puffy" Combs.. .ah, the good old 
days) does the music, which is 
terrifically atmospheric. 
Why This Game Might Be a Little 
Annoying: Spyro is a charming 
little fellow, but sometimes it seems 



like the developers tried a little too 
hard to make him seem so precious. 
With the overindulgences of pastel 
colors, cheesy voices and darling 
characters (including some 
enemies), you'll probably need a 
break or two to breathe in some 
harsh reality for just a few minutes. 



TeTcken 3 



Why Your Girlfriend Will Like It: 

Instant gratification. Just put the 
controller in her hands and watch 
her light up as she punches you to 
the ground. It's a lot like thrill of a 
pillow fight, a chance to be aggres- 
sive without getting hurt. And 
there's none of that icky blood or 
those bouncy boobs that are a 
mainstay of so many other fighters. 






Why She'll Love It: Picture that 
ashen look on your face the first 
time she beats you. (Believe us, it'll 
happen — and no crying that you 
weren't trying!) Now picture that 
defeated look as seen by your girl- 
friend. Talk about eating humble 
pie! Just be prepared to hear about 
your whuppin' for a long time. 
Why You Two Can Play It 
Together: While Tekken 3 is chock 
full of spicy combos and difficult 
special moves, it's also a button- 
masher's dream. And that's great 
because even the most inexperi- 
enced gamer can have fun 
without having to spend hours in 
Practice Mode (but it's there if you 
need it!). 

It's Also a Good Game Because: 
Whether she's a feminist or a girly- 
girl, there's a character she'll be 
sure to enjoy. Listen to her shout 
"Girl Power!" as Nina's high-heeled 
foot lands firmly on your face, 
or catch her sending Eddy into 
another handstand just so she can 
sneak a peek at his pecs. 

kst'groove 

Why Your Girlfriend Will Love It: 

Instead of the big explosions, 20-hit 
supercombos and other video game 
cliches aimed at 12-year-old boys, 
Bust A Groove is simply about 
dancing and having a good time. 
It's one of the rare games that 
wouldn't be out of place at a party. 
The controls are easy to pick up, 
and all you need to play is a sense 
of rhythm. Pop this one in and 
you might just hear, "Hey, what's 
that?" instead of the usual, "{Sigh) 
I'm leaving!" 

Why You Two Can Play It 
Together: It's always the guys who 
are too embarrassed to hit the 
dance floor, isn't it? You always 
see two girls dancing together 
because somewhere their two 
boyfriends are sitting on their butts, 
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• AU-new intuitive camera system guides you through hazardous 3D missions 
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afraid they will make fools of 
themselves (often for good rea- 
son!). Well, with Bust A Groove's 
two-player simultaneous play you 
can finally dance together, and 
probably way better than you 
ever could in real life! 
It's Also a Good Game Because: 
The amazing soundtrack. 
Everything from house to techno, 
hip hop to ballads, is included 
and makes this one that's as fun 
to listen to as it is to play. 

parappa 

the rapper 

Why Your Girlfriend Will Love It: 

It's an adorable little dog with 
floppy ears who tries to 
impress his girlfriend with 
his rap prowess. After read- 
ing this feature you'll 
impress yours with your 
game selection. If you even 
suggest that you play this 
together, your girl's Hello 
Kitty happy face will shine 
throughout the night. 
Why You Two Can Play It 
Together: Remember, if 
you actually do suggest to 
play this you will have to 
follow through, and that 
doesn't mean throwing in 
the towel after you get con- 
fused in your first rap. She 
will probably be better at this 
than you (it's OK, let her be 




better — it'll pay off in the long 
run) and will let out a giggle that 
will warm your heart. You may 
even find yourself humming the 
little raps when you're done. 
Heck, the guys in the PaRappa 
commercials did. 
It's Also a Good Game Because: 
It's something different, yet 
immeasurably compelling. At its 



10 Games Your Girl Will NEVER Play 



1. Duke Nukem: A Time to Kill 

Duke likes to offer money to 
strippers so they shake their 
booties at him. And you can shoot 
them. She won't like this one bit. 



A fighting game that emphasizes 
chest movement as much as 
combos. Not good, and she might 
even feel self-conscious. 



A difficult space simulation guar- 
anteed to evoke frustrated glares. 

4. Apocalypse 

It's got star power, but this 
mindless shooter might be the 
doomsday of her game playing. 

5. WWF War Zone 

Big, fat, sweaty guys maul each 
other and yell a lot in an arena. 



6. All baseball carries 
Snorefest for a girl. 

7. All football games 

She probably doesn't even like to 
watch it on Monday night! 

8. Basically any sports game. 

9. Allied General 

War strategy games — just say no. 

10. Deathtrap Dungeon 

A dark, gloomy game starring Red 
Lotus in a G-string. 'Nuff said. 



core, PaRappa is composed of 
very simple gameplay that isn't at 
all much different than a game of 
Simon Says. The presentation of 
the game is what makes this title 
so original. The quirky art direc- 
tion, the amusing tunes and the 
unbelievably sappy story com- 
bined with smatterings of humor 
make this one a no-brainer. 

'Domino 

Why Your Girlfriend Will Love It 

What red-blooded American 
female could possibly resist this 
charming little guy? He's just so 
incredibly endearing, the way he 
scampers through levels leaving 
dominoes and mayhem in his 
wake but oblivious to it all the 
while. It's a simple and fun new 
angle on puzzle games, but watch 
out — it can be dangerously addic- 
tive. Mr. Domino could become 
the mysterious two-inch-tall 
"other man" in your relationship. 
Why You Two Can Play It 
Together: You'll have to play 
some of the tougher levels over 
and over before you can clear 
them, which makes it an ideal 
game for passing the controller 
back and forth. Just watch out for 
that crazy look in her eyes when 
you insist it's your turn. 
Why It Could Backfire: Mr. 
Domino is a stud. There's a slight 
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chance that she could become 
more enamored with him than 
with you. We won't be surprised if 
he soon becomes more recogniz- 
able than a Baldwin brother. 

hoarders^ 

Why Your Girlfriend Will Love It: 

While many racers are preoccu- 
pied with intricacies like accurate 
gear-shifting, racing physics and 
changing your car's oil, Cool 
Boarders 2's arcade-style play will 
make any gaming neophyte feel 
right at home. It also helps that 
snowboarding's popularity is at 
an all-time high. 
How You Two Can Play It 
Together: We recommend you 
skip the lengthy Freestyle trails or 
Competition Mode (save that for 
later, after you've perfected your 
skills) and just hit the slope on the 
Half-Pipe to try out your Fakie to 
backside Alley-oop 900 Shifty and 
your Indy Nosebone to Tweak 



1080. If you are both over the age 
of 25 it will make you feel totally 
hip and in-the-know to be playing 
this (like it did for us), and if you 
are under 25 it's a good time to 
sharpen up your rad extreme 
sports lingo. 

What Might Bug You: Your girl- 
friend will get to pick out an outfit 
for her snowboarder and a match- 
ing snowboard — and believe us, 
this could take a while. She'll 
want to play just to get through 
all the outfit/board combinations. 
A girl has to look good even when 
she's doing a killer Alley-oop 
Crippler 720, after all. There's 
nothing wrong with gaming with 
a little bit of style, is there? Just 
indulge her. She'll probably oooh 
and ahhh over your big jumps 
and board grabs anyway. 



toml 



raider 
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Why Your Girlfriend Will Love It: 

Lara kicks butt, simple as that. 



She always stays fresh as a daisy, 
her braid swings the way a girl's 
braid ought to swing and even 
though your girl may have 
polygonal mammary envy, she'll 
want to try Lara on at least once 
to see how she fits, kind of like 
a Wonderbra. 
Why You Two Can Play It 
Together: Because you already 
love Lara anyway and this Tomb 
Raider is pretty difficult and is 
arguably the best of the three. 
You could really use some help 
getting out of those tricky spots 




even if 

you're only allowed 



watch. 



(there are tons of them) that only 
a girl's ingenuity can save you 
from. Besides, every girl needs a 
chance to be the female Indiana 
Jones and have a huge boulder 
chase her down a hall lined with 
spikes as fire shoots out of the 
wall up ahead. And that's only 
for starters. 

Why You May Want to Play This 
Alone: Because some things, 
like oiling the old baseball 
glove. ..ahem... need to be done 
when a guy is alone. 
It's Also a Good Game Because: 
It's Lara Croft. She's a game leg- 




end. She's a pop culture icon. She 
has autoaiming. She's agile. She 
has some killer new moves (com- 
pared with the first game). It's an 
awesome adventure. She's chesty. 
What else is there you could want 
from a woman? Well, living and 
breathing would be nice. 

kst jnove 4 

Why Your Girlfriend Will Love It: 

Adorable dragons and other 
harmless characters square off in 
an easy-to-learn puzzle game that 
involves firing big and colorful 
bubbles. How can any respectable 
girl not dig that? We know plenty 
of girls that do. 
Why You Two Can Play It 
Together: Bust-A-Move 4 has a 
really addicting two-player com- 
petitive game that will keep the 
two of you glued to the television 
set for hours. It might even be the 
ultimate peacekeeper and savior 
of marriages. Electronic Gaming 
Monthly's editor in chief, John 



Davison, and his wife, 
Allison, use its two-player 
battle mode to settle 
arguments. Sure beats a 
divorce lawyer. 
It's Also a Good Game 
Because: The one-player 
mode has loads of puz- 
zles, there's plenty of 
gameplay variations, and 
there is even an option to 
create your own levels 
(you could challenge 
each other by making 
your own puzzles). 
Suffice to say, Bust-A- 
Move 4 has enough 
depth to be the puzzle 
game that the two of you 
could be interested in for a very 
long time. 

GrrlCamers Sarah Calkins 
and Jennifer "Sparky" Sparks 
contributed to this article. 
GrriGamer is at 
www.grrigamer.com 
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Lara continues her quest 

for adventure as her latest journey 

takes her across the globe In search of ancient 

artifacts. This month we'll walk you through the first four 

levels and the South Pacific Islands, exploring the multiple paths to 

choose from and pinpointing the locations of secret areas. The remainder of 

the game will be covered In its entirety next month. Welcome to the jungle... 




I 



- The hill is scattered with spikes, so once 
you start to slide, be prepared to jump. Veer 
to the side to reach a flat area to grab a 
large medi-pack and shotgun ammo. Take 
caution, though, a boulder will begin 
rolling behind you. 

- In the open area to the right of the quick- 
sand, look for the small opening partially 

covered with leaves. There is a switch down 
this path that opens a gate in the previous 
area. Watch the monkeys, they will some- 
times run off with items. 

■ Throw the switch inside the room and 
quickly climb onto the ledge to avoid the 
moving spiked wall (take one step back, then 
bacMlip to land you on the ledge). 

- Use the zip line to cross the pool with the 
strong undertow. You will enter a forested 

area next and immediately be attacked 
by a tiger. At the bottom of a slope in 
this area is a switch inside a tunnel 
carved through a tree trunk. Pull it and 
a boulder will roll down toward you. 
Check the area where the boulder 
came from to find an opened gate 
leading to another switch. This 
switch opens the gate to the right of 
the room you are presently in. 



Tigers will charge at 

you unexpectedly 

throughout the level. 

Watch out for 

boulders rolling 

from the foliage. 



- More tigers. Check the area to the right 
through the foliage to find some ammo. 
Continue until you reach the far side of the 
mist-covered area (watch out for that pit of 
spikes) and crawl under the logs. There is a 
Save Crystal here and some MP5 ammo in a 
tree to the left of the fallen tree. 

- This next area has a large opening in the 
floor, but be careful. The area below is 
designed so that you'll slide into a trap of 
spikes. The pitch black passageway in this 
lower room simply leads back to the area 
with the mist. 

- Pass the area with the opening in the floor 
and go through the opening in the wall. 
Lara will notice a cave on the left side of 
the room. Walk past the spikes and climb 
to the cave. The cave is pitch black and has 
a switch at the end of the tunnel, which 
once thrown will release a boulder. Run 
back to the entrance of the cave to avoid 
being flattened. The switch will have opened 
the large gate below, freeing another tiger 
into the area. 

- Once through the large gate you will enter 
an area with a pool at the far end. Watch out 
for the three boulders rolling toward you 
from the left side of this area. 








- Use the island In the middle of the pool to 
reach the limb above. Throw the switch to open 
the grate you can see to the left. Jump from the 
island to the rocks beneath the grate. This leads 
to a series of tree branches, ending with another 
ride on a zip line. 

• You will now be in an area with a waterfall. 
Walk down the steps and turn to the right to see 
an opening in the wall. Head for it quickly, a* 
two tigers will be close behind as you do. Inside 
the room with the pool, go to the opposite side 
and you will find a moveable block. Pull it for- 
ward twice to trigger the door nearby to open. 
Enter the room and pull the switch, opening a 
grate in the floor behind the Mock. Drop in and 
climb out onto the walkway to find two switches. 



One will open the second door In the previous 
area and the other will open the underwater 
grates. Swim through and activate the switch 
inside the newly opened room. This will fill the 
waterfall area with water. 

- Climb up the base of the waterfall and make 
your way to the very top to find a switch. This 
will open the gate in the water. Follow this 
underwater passage to a room with a tiger and a 
ladder leading out. Check the comers for items. 
The area you emerge in is on the far side of the 
quicksand. The Indra Key you need to leave the 
area is here. If you don't see it, that monkey will 
have snagged it. A final tiger awaits your 
descent outside the gate. Check to the left of the 
gate for shotgun shells, then exit the level. 
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- For starters, watch out for the two cobras hid- 
den in the tall grass. If they bite you, you'll be 
poisoned. Your health wilt continue to deplete 
until you use a medi-pack. The cobras are both 
located along the wall after you walk through 
the hole in the tree. Just past them is a switch. It 
will open the grate right behind you. It leads you 
to the same place that Jumping in the pool will, 
but you don't have to deal with the piranha. 




- Take it slow traveling through the passageway 
out of this area— cobras are poised, ready to 
strike as you round the corners. 

- The next area contains another pool. The island 
in the center contains a small medi-pack. The 



water is teaming with fish, which enjoy nibbling 
on human flesh. Stay in the shallows to avoid 
being eaten alive. There is a switch along the 
back wall that will open a small gate under the 
water along that same wall. 

- You will emerge in an open courtyard of the 
ruins. Climb the landslide to reach the door in 
the upper corner. 

- Here you will find a Save Crystal 
in the area above the first pool of 
water you encountered. Jump 
from limb to limb to find Desert 
Eagle ammo and flares. Cross the 
river using the ledges by the 
waterfall or jump from the tree to 
the rocky shore. There is a cave 
you need to crawl into on the 
other side of the pool 

- There are a couple of cobras hiding in 
the shadows and around corners. After 
the second one is a steep slope. Slide 
down the right side of ft to avoid being 
squashed by a boulder. 

- The next room houses a huge statue of 
Shiva, but don't worry, It won't come to 
life. PuU the Mock to the right to reveal 

an opening into the next chamber. Now you 
should worry. The statue will come to life here 
and is a pain to kill. You will be safe where the 
Save Crystal is, but Shiva will be blocking your 
bullets. Let It chase you and fire on ft quickly 
before ft can shield itself. 



JUNGLE SECRETS 

1 - At the very start, jump walk to the 
edge ol the mudslide and jump to the 
left. You need to land at the base of 
the rocks to find the shotgun. 

2 - Off of the first slope on the left side 
where the boulder rolls down, jump 
around the tree to find a Save Crystal 
and shotgun shells. 

3 - Near the first Save Crystal on the 
waterfall are flares and shotgun shells. 

4 - In the hollowed end of the fallen 
tree are flares and MP5 ammo. 

5 - Inside the cave with the rolling 
boulder, return to where the boulder 
came from to find a hidden niche with 
rockets and harpoons. 

6 - After the three boulders roll, 
search the area where they came from. 
Lower yourself into the pit there to 
find a Save Crystal and flares. 




- Upon defeating the statue, throw the left 
switch in the upper alcove to open the grate in 
the floor. Drop down and throw the switch to 
open the door to the right of the large gate. The 
path quickly turns to quicksand here, so keep to 
the wall to avoid drowning. You will then find 
yourself at the base of cave-in. Turn around to 
see an upper passage leading bach In the same 
direction you came. 

- Throw the switch you find to open the door. 
The trap inside is a large blade swinging on the 
floor, and a spiked wall will close on you. Use 
the dash to make it through. 

- In the next room you will find a switch on the 
back side of the room that opens a door above 
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you. Move the block found to the left of the 
switch to dimb up to the door. 

- Plunge into the water and pull the lever to 
open the gate. Swim through to find two more 
levers, which open a grate in the roof of the 
underwater chamber. 

- The next part of the of the room has a large 
square pool. Pull the two side levers in it to 
start the flames, allowing you to see the three 
invisible platforms. The third lever will open the 
grate on the opposite side of the pool. This will 
only work if you have thrown the switch in the 
previous secret area. Use the platforms to reach 

the switch, which opens the door 
at the back of the room to the left 
of the statue. Hurry, though, the 
door stays open only briefly. 

- Inside you will find a wall of 
spikes at the far end of the room. 



and watch for falling 
debris. Climb the slope 
and enter the passage- 
way. As you run up the 
second set of stairs, a 
boulder will roll toward 
you. Do a quick about-face and dash back to 
the intersection. In the next portion of the 
hall you'll come to two grates. Enter the one 
on the right. The other one requires you to 
get past a nasty trap. Either path will lead 
you to the same room, which contains another 
Save Crystal. 

- Climb down the hole at the end of the side 
corridor to reach the room where you fought 
the statue. Pull the switch to the right of where 
you found the Save Crystal to open the door on 
the other side of the room. You will find your- 
self in a large room with a grate in the center. 
The lever here can't be pulled until you fill the 
room with water. Exit into the next room. 





From flame-spouting statues to spiked ceilings lowering, Lara will have her 
hands full reaching the final chamber of the Temple Ruins. 



to reach the ledge with the cobra on it. One 
more ledge and then you can leap to the 
hallway at the top of the room. 

- As soon as you land, a boulder will roll toward 
you, so run straight for the right side of the 
room to avoid it. The room contains swinging 
blades and darts coming from the walls. Crawl 
under the blade on the left and scope out the 
pit in front of you. 

- Jump across the pit to the Save Crystal. Now 
you need to do some block rearranging. Push 
the first block in once and the one to the right 
all the way until you are in the next area. From 
this room, push in the first block and the third 
block on the right once. Now push or pull the 
block in the middle to reveal the switch. The 
pool will fill in the first room of this area. 

- Note the two boulders waiting to drop as you 
enter. As you run, they will fall and you will 
have to leap over a pit of spikes to escape 
them. Briefly dash to give you the lead and 
then jump to the left side of the pit. Once 
across, drop down the hole into the water 
and not onto the ledge with the spikes. 



Pull the switch next to it and dash 
to the other end of the room. The 
gate that blocked the last part of 
the room will be open and you can 
grab the Key of Ganesha. The door 
out of the room will reopen and 
you can make a hasty retreat. 
Return to where the spikes start- 
ed to find some health and ammo. 

- A mudslide has filled the pool 
with quicksand. Cross in front of 
the raised ledge with the switch 
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- Dive into the pool and cross to the other side 
to find a switch. Pull it to open the door in the 
water. Stay low when swimming through this 
passageway; poison darts will be fired straight 
at you. You must also be extremely careful 
when you emerge into the next pool, as rocky 
debris will begin to fall from the ceiling. You 
will find a ladder leading up on the left side of 
the room. Backflip off of the ladder to the ledge 
and look off to the right to see another plat- 
form. Jump across the water to reach (don't 
worry, you'll make it). Jump to the next ledge 
and turn around to jump to the ladder. Make a 
standing jump to the 
next ledge. From 
here you need to 
take a running jump 



- Go to the pool, pull the lever and grab the sec- 
ond Key of Ganesha. Now use the keys to open 
the large gate back in the statue room. Jump 
across the pit and quickly climb the ladder 
before the ceiling of spikes impales you. As you 
enter the room with the gate, pull the block in 
the opposite corner as the Save Crystal. Pull the 
two switches above the gate, but don't be too 
hasty to leave. Two boulders will roll toward 
you as you approach the door. 

- Go through the gate until it closes, 
then run past the fire spurts to 
enter a large chamber with three 
Shiva statues. Both of the statues 
on the floor will come to life, so it 
is important to focus on one at a 
time. Use the stairs at the back of 
the room to lose them. They will 



1 - Push the block in the pit where you 
fought the first Shiva to reveal a secret 
area. Crawl to avoid the darts and watch 
out for a boulder trap. You will find shot- 
gun shells, flares and a small medi-pack. 

2 - In the square room after the spikes 
and blades, use the block to reach the 
ledge where you will see an opening in 
the roof. Jump to the ladder to find a 
secret area with shotgun shells and an 
MPS clip. Throw the switch to release an 



underwater door leading 
to a third secret. 

3 - Pull center lever in pool with three 
levers to open the door (see Secret #2). 

4 - Drop down into the pit of spikes after 
the room with falling debris. Crawl 
through the opening into a secret area to 
receive a Save Crystal and uzi clips. You 
will have to exit back into the large room 
with the falling debris. 
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RIVER SECRETS 

1 - Stop at the first gap that you must jump 
over. Climb down to find a secret area to find 
shotgun shells, flares and a large medi-kit. 

2 - On the upper route, check to the right 
when you drive down the steps onto the long, 
narrow rock. Jump across to find Desert Eagle 
and Uzi ammo, as well as a Save Crystal. 

3 - There is a secret area you can reach by fol- 
lowing the ledges on the perimeter of the 
canyon with the waterfall. Shimmy along the 
back wall to find a Save Crystal and shotgun 
shells. There are two vultures circling the area. 

4 - After the last big jump on the high road, 
you can follow the rocks along the left side of 
the area. Tough jumping will get you to the 
area with Desert Eagle clips and a small medi- 
pack. This one is more trouble than it's worth. 




follow you up, but you can jump off the 
edge and wait for them to come back 
down the stairs. This a good time to get 
your hits in. When they are both van- 
quished, search them for their Scimitars 
and use them on the third statue to open 
the gate. 

- The last area (I swear) has another statue 
of Shiva in it, along with people suspend- 



ed in midair. When you approach the one in the 
center the statue will come alive. After dealing 
with it, check the side room for a Save Crystal. 

- There are three keyholes in the side room. One 
of the keys is under the suspended man in the 
other room. The second is through the door on 
the left side of the room just as you enter. There 
are two switches that need to be thrown to open 
the grate in the floor. The catch is, as soon as 
you start the spiked ceiling begins to lower very 
quickly. The second key is found through the 
grate. The last key is in the water near the Save 
Crystal on the right side of the chamber. A cur- 
rent will pull you right into the spikes once in 
the water. Swim to the side to get out of the cur- 
rent and pull the lever next to the spikes. Now 
swim back to the opposite wall where you 
entered the water and cross to the other side. 
The current will grab you, but you will hit an 
area with no current. Swim to the other lever to 
stop the current and grab the key. Use the three 
keys of Canesha to open the door to exit this 
rather exhaustive level. 





- All right, time to take that all-terrain 
vehicle for a spin. After the initial jump 
over the river, you will come to an area 
with a spiraling ramp. Dismount the ATV 
and walk to the top of the ramp. Just 
before the jump you will see an opening in 
the wall. Follow it around to the end and 
you will drop down next to a door. Use 
the switch to open the door and go 
through to find the waiting ATV. 

- This is where the level splits into a high 
road and a low road. The low road is easi- 
er, but I think the other route is more fun, 
especially with all the huge jumps. 

- Low Road: Take the four-wheeler across 
the river and underground until you 

reach the gate. There are two Gate 
Keys needed to open it. The 
first one is through a foliage- 
covered opening on a ledge (on 
the left side as you head 
toward the gate). 

- The second key will take a lit- 
tle more work to retrieve. You 
need to make your way into 
the room with the burning 
torches. The entrance is on the 
right- hand side just before 
the the opening where you 



found the first key. 

Follow the fire-lit 

room until you reach 

the area between the 

gates. Climb onto the 

ledge over the gate 

with your ATV on the 

other side. Turn 

around and you will 

see the next area. Use 

the trees to reach the second floor of the 

structure. Go to the left to find the second 

Gate Key resting on a pedestal and then 

return to the ATV. 

- Drive through the gates and over the 
river. Take the path to the right down to 
the waterfall. Dive into the pool below 
and climb out to exit the level behind 
the waterfall. The open area past it holds 
nothing of interest, except pesky monkeys 
and vultures. 




- High Road: Drive up the left side of the 
slope and follow the path until you come 
to the steep drop off to the left. Look to 
the right just as you go down it (yes, on 
the four-wheeler) to find a secret area 
with a Save Crystal, an Uzi clip and har- 
poons. The trail will narrow into a steep 
incline and you will have to maneuver 
carefully along the exposed cliff. You will 



come to small gap, which is immediately 
followed by jumping over the river. Floor 
it to make both jumps. 

- One more huge chasm to jump and you 
are almost there. You can reach the third 
secret area by following the ledges on the 
left side of the canyon. You will need to 
make running jumps to grab the ledges 
across the way. After two of such jumps, 
you will shimmy over and crawl into a 
cave to find ammo and health. Now follow 
the path into the cave and go to the 
waterfall on the left. There is a secret area 
you can reach by following the ledges on 
the perimeter of the canyon. Shimmy 
along the back wall to find a Save Crystal 
and shotgun shells. Drop into the water 
and climb to the exit behind the waterfall. 




IT ALL BEGINS 
WITH A RAY OF LIGHT, 
EXPOSING A WORLD YOU EITHER 

RECOGNIZE or must LEARN. 
without ever FORGETTING... 

ONE WRONG BLINK 

AND YOU'RE 

DEAD. 
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- There are two paths to take in the caves, but I 
suggest taking the left one. Follow the Caves 1 
map until you come to exit #1. This will take 
you to the corresponding entrance on the 
Caves 2 map. From there, head to the exit with 
the Save Crystal over it. Taking the path to the 
right (Caves 3) will bring you to Caves 2 also, 
but you have to contend with those two boul- 
ders at the beginning of it. There isn't any 
other reason to take this route. 

- Either path you take will lead you to a pit that 
will drop you into a room with eight cobras. As 
if that weren't enough, a boulder will come 
from behind as you head to the door. Why so 
well guarded, you ask? The level boss is next. 



- This boss will start his attack with a 
huge explosion, transforming the water 
to lava. He will continue to use this 
attack and is designed to knock you 
back into the lava. He follows this by 
launching fireballs into the air. Move 
around, preferably forward and back, 
all the time keeping him under fire. He 
really doesn't take much to kill, 
but if one of those fireballs makes 
contact, you're toast. The grenade 
launcher is on the island opposite 
where you entered, with other 
items scattered about as well. 
Crab the Infada Stone and choose 
your adventure. 
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Entrance to area 

Exit to next area 

Crawlspace 

Moveable block 
Boulder 



C - Cobra 

S - Save Crystal 

A - Ammo 
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If you don't take the 
Smuggler's Route, Lara 
will have to find the three 
Serpent Stones to enter 
the village. 



Easy Route - Slide down the steep slope from.the beach. 
Use the block in the middle of the quicksand to cross, 
but watch out for poison darts once you are on it. Look 
to the right to find a large medi-pak. On the other side 
of the quicksand is a tree on the left. Climb up and fol- 
low the branches until you find the red Serpent Stone. 
Dont' miss the secret area in the wall behind you. 

- Climb down to the ledge with the Save Crystal and 
cross to the ledge in the middle of the waterfall. Face 
the waterfall and jump through it to the left to 
find another Serpent Stone. Now cross to the 
ladder. When at the top of the waterfall, you will 
see another Serpent Stone on top of the temple. 
Climb the rocks on the left to get to it. 

- Use the three Serpent Stones to pass the 
gates. This is where the level intersects with 
the Smuggler's Route (A). 



Smuggler's Route - When you swim into the cove, 
search the bottom for the Smuggler's Key. This will 
allow you to enter the trapdoor inside the hut. The first 
cavern you come to is filled with sea water, which, 
unfortunately, including some saltwater crocs. Make 
sure the water is safe before you take a dip. There is 
also a native firing poison darts at you from the top of 
the cavern. 



- Head to the 
torch and hang 
from the vine- 
covered rock 
above to cross 
the water. 
Follow the 
rocks around 
until you are 
on top of the 
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vine-covered rock you first crossed with. Slide 
down the rock and jump to the other side, mak- 
ing your way to the Save Crystal. There's anoth- 
er blowdart-sporring native near here to watch 
for. Take a standing jump from the ledge where 
you found the crystal, but make sure you're not 
right up to the edge or she'll hit her head. 

- Once across the suspended bridge, go to the 
left. Another native will attack as you turn the 
corner, which also triggers a circular blade trap. 
Push the switch at the back of the room to dose 
the skylight, then jump over the water. If you 
don't close it before you walk out, you will trig- 
ger a couple of traps. 

- (A) Slide down the chute to the village below. 
Villagers will attack both hand-to-hand and with 
blowguns. The hut with the targe medi-pak is 
filled with quicksand, so don't risk it unless you 
really need it. Follow the path straight until you 
leave the village and find a large pool of quick- 
sand. Jump over the rock to the left to find a 



switch that will lower a 
gate over a pit of spikes. 
This area is behind the hut 
next to the Save Crystal. 
Co between the two and to 
the darkened corner on the 
left to find a secret area 
(shotgun and MP5 ammo). 



- Climb to the upper huts 
and you will find a switch that will open the 
door at the bottom of the tree hut. Enter the 
temple and go to the right to explore the roofs 
of the huts. Follow the wooden walkway around 
until you come to a hut with a roof covered in 
spikes. Slide down the roof to take minimal 
damage. Once across, make your way to the far- 
upper tree hut and push the switch to cover the 
flames back in the temple. 
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- Follow the map to cross the quicksand to reach 
the mist-covered area. Oh, good. I see they brought 
back the raptors. Your first encounter is with a solitary 
one and shouldn't pose much of a problem. Just run 
past it to the right until you come to higher ground, 
then pick it off. 

- Head through to the crash site and be prepared to 
deal with more raptors. Continue along to the right 
side of the plane until you see a black portion of the 
wall. Further investigation will reveal a passage 
leading to a room with dead raptors. A pack 

of tiny, green reptiles will attack 
you, but it's all worth it. You 
will find the MP5 here. Throw 
the two switches to reopen 
the door. 

- When you return to the crash 
site, go to the left and down the 

other opening in the wall. There will be a gunman stand- 
ing in the middle of a clearing. Kill him first, but don't 
get too close to him. Two raptors are waiting in the 
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wings to tear you apart. Target them from the 
raised area around the edge. 

- Slide down to the lower part of the cavern and 
you'll have to fight off more of the little green 
dinos. In the back corner of this area is a huge 
nest with a man's body. Get Commander 
Bishop's Key and then get ready to tangle with 
the grandaddy of dinosaurs, a T-Rex. Dash to put 
some distance between the two of you, then 
turn around and let it have it with the MP5. Two 
things not to do- hold your ground too long and 
run through the center of the pool. Good luck. 

- Return to the crash and go down the slope 
at the back of the plane. Two gunmen will be 
attacking a raptor. Use the distraction to take 






The dinosaurs you 
encounter here will 
make Jurassic Park 
look like Kiddie Land 



them out. Enter the passage on the right until 
you come to a temple entrance. Climb up the vine- 
covered rock next to the branch with the raptor 
on it. Backflip from it and quickly hit Jump to land 
on the branch. Hang from the branch until the rap- 
tor gives you some room and then work your way 
to the raptor hanging from the rope. Shoot it ' 
down to keep the piranha busy while you pull the 
lever in the water. This will open the gate into the 
temple. Two words: raptors galore. When you 
enter the temple head straight for the elevated 
block. Use this for safety every time you are 
attacked, which usually follows throwing a switch. 
There are three switches to pull to drop the gate 
above you. From the elevated block, jump up and 
you will find Lt. Tuckerman's Key. 

- Off of one of the wings of the plane you can 
reach a ledge. Inside the cave is a Save Crystal. 
Use the climbable walls and monkey 
bars to reach it. The two switches 
control whether a gate is up or down. 
Exit the cave via a crawlspace at 
the back of the cave. 




- Get back to the 
plane and use both 
keys to power it up. 
Go to the lower lever 
and hit the switch to 
activate the turret. 
Wave after wave of 
raptors will flood the clear- 
ing for you to blow to 
smithereens. Blast the brick 
walls in the back corner of 
the area to reveal the exit. 



1 - In the back corner of the quicksand 
are a couple of MP5 clips. 

2 - From the crash site, through the 
opening to the room with the two 
raptors and the gunman, climb up the 
tree for a medi-pack and some flares. 

3 - At the top of the tree near the 
hanging raptor you will find a Save 
Crystal. Watch out for that live raptor! 



- The first matter at hand is to dispatch of the 
two poison-spewing lizardmen that attack 
you. Climb down the rocks and jump to the 
block in the center of the river. Take a running 
leap to the other side and work your way to 
the Save Crystal. Hit the switch and shimmy 
back as far as you can to the right. Continue 
all the way to the right until you come to a 
switch. Push the switch and head back across 
the river. To do so, position yourself with 
block in the river behind you. Now climb up 
and backflip to it. 

■ Climb up into the hole where the bats 
flew from. The gate here is now open for 
you to enter. The kayak awaits 
below. Paddle around a little 
before embarking downstream 
to get a feel for the control. 

- Kayaking can be quite haz- 
ardous if you don't know what 
you're doing. For starters, when 
going over a sizeable drop. 



backpaddle to cushion your landing. Making 
sharp turns is possible by holding R1 and then 
the direction you want to turn. This helps great- 
ly in maneuvering through tight spots. Of 
course, this particular river is lined with traps, 
which will be set off when you cross a red rope 
and turned off by crossing a green one. At the 
first fork you come to, take the left side. There 
is a painful trap to go through, but there is a 
secret area behind the waterfall after it. All the 
branches end up in a central cavern with a giant 
stone plug. Look for the slower rapids moving 
up and paddle until you reach the pool with the 
crocodile in it. This is where you must exit the 
kayak into the water with a lurking crocodile. 




- As much as you want to kill that 
croc, turn and take care of the charg- 
ing lizardman first. Take a standing jump 
from the opening into the room with the 
plug and grab hold of the textured ceil- 
ing. Once past the flame-spouting masks, 
go all the way to the wall and drop. Just 
across the river is the rocket launcher. 



- The next area has a large waterfall inside it. 
Use the notched wall on the right to reach the 
ceiling, allowing you to cross to the other side. 
The (eft side has shotgun shells and flares to 
collect, while the right is the direction you need 
to continue in. 
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- Jump across the swinging blades to the plat- 
form and then to the notched wall. Climb until 
you reach the top of the next set of falls and 
then climb down the side of the hole. 

- There are two boulders to outrun in the next 
passageway: one before the first step up and the 
other once you reach the green portion of the 
passage. The next 



room you enter has another boul- 
der to avoid as you continue to the 
left. Jump over the fire and then 
backfiip twice to elude a fourth 
and final boulder. 

- Continue rock hopping until you 
reach the zip line, taking you to the 
top of the plug. Climb up the wall 
of faces and prepare for a couple 
of lizardmen. Pull the switch on the side to pull 
the plug, forming a monstrous whirlpool. 

- Drop down to the area you left your kayak 
and get in. Paddle into the whirlpool and you 
will drop to a lower pool. Watch out for that 
crocodile. There's a lever under the water to 
pull that will open the gate to the exit along 
with releasing two more crocs. 



- There is an alternative, more difficult route to 
take to reach a kayak. From the start of the 
level, jump across the river and shimmy to the 
left. Jump up to grab the notched rock and work 
around to the cave entrance. 

- Climb down the wall to avoid the spikes down 
the corridor to the right. At the next junction, 
take the crawlspace to reach a Save Crystal 
Return and continue to find the switch opening 
the gate where you first entered the cave. Once 
through the gate you must jump to the waterfall. 
Go inside and cross using the ceiling. Take a run- 
ning jump over the Save Crystal and grab the 
third pillar. That middle pillar will ignite if you 
land on it. The next cave has another Save 
Crystal. Use the ceiling to get across to the open- 
ing in the far wall and you will find yourself in 
the chamber with the kayak. 
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I - After taking the easy- 
to-reach kayak, take the 
first fork in the river to 
the right. A Save Crystal 
is behind a waterfall. 

2 - Taking the long 
L route, look for a hut. 



Backfiip over the sloped rock 
and shimmy over. You'll find 
ammo and a large medi-pack. 

3 - Taking the tough route, 
jump through the waterfall 
after you have opened up the 
gate. Grab the MP5 ammo. 
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- The temple starts with 
two bbwdart-firing 
natives on the right, 
with a two more appear- 
ing as you continue to the 
top of the stairs. 



- The next puzzle is a pain. Slide down into 
the room with the rolling blades and head for one of 
the four faces. As you face the wall, stand a little to 
the left of the face and hope that you are between the 



blades. Each face has a switch on it that needs to be 
pushed. Once you have switched two of them on one 
side of the room, you need to cross to the other side. 
Find a safe line to follow across and jump over the 
narrow portion of the blades when they get dose. 
Push the remaining switches to open the door. 

- When you drop down, pull the block out of the wall 
to stop the lowering spikes. Throw the switches to 
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open the door. Drop down the hole and you will be in a 
room with the huge boulder poised at the top of a ramp. 
Pull the switch and be prepared to run. The first boulder 
won't move until you cross the light patch on the floor. 
The room you run into is the one at the beginning of the 
level with another boulder. This one is already in motion 
and you must make a right turn to escape it. Run down 
the center of the room to avoid the breakaway floor. 

- Three more natives await your return to the entry 
point of the level. Defeat them and enter the door to the 
right to face the boss. The key to beating him is to keep 
side flipping to avoid his lightning. The only catch is you 
have to hit him while he is shooting at you; otherwise 
he'll block your shots. This means you must stand still for 
half a second so he'll attack. Pause for too long and 
you're fried. After hitting him a few times he will release 
a lizardman. The most important thing to remember here 
is to quickly get your bearings once the lizardman is 
dead. There is little time before he starts firing at you 
again. You will need to repeat this several times to final 
beat him and get the Ora Dagger. 



TEMPLE OF PUNA SECRET 

I - Go back up the stairs and climb them until you are on 
the last (light. Turn toward the far wall and jump and hang 
just below the line of faces. Shimmy left to the secret area, 
housing a cache of ammo and health. 



\Epic Adventure 
Timeless Romance 
An Instant Classic 
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gadgets, electronics, arts and recreation 



- vm not anorexic, I'm just naturally 
thin...like that Ally McBeal lady. 





Mmm, mmm, that is 
a tasty burger., 



Star Wars 



It was yesterday, as of this writing, that the 
The Phantom Menace trailer was first 
unveiled. Being the Star Wars geeks we are, 
we all piled into the local theater to get our 
first glimpse of the new series, and boy, 
were we impressed. The inspiration for 
both of these "Sneak Preview" figures were 
seen in the trailer; the STAP (left) is a repul- 
sorlift patrol vehicle operated by a single 
battle droid, and is available in stores now, 
while Mace Windu (right), a senior member 
of the Jedi Council, is only available by mail 
order. To order, you'll need to submit six 
proofs of purchase from any Kenner Star 
Wars basic figure and a check or money 
order for $2.99. You'll find a sticker with all 
the details on any Star Wars figure pur- 
chased within the specified time. 

Kenner STAP: $ 14. 99, Mace: $2. 99 



00000 




This lavender magical 
cape makes me feel so 
gay and merry! 




I am the Warrior 

Just in time for the new Xena PlayStation game is the 
second series of the toy line. Not to be confused with 
the cruddy toy line that had Hercules figures it, the 
new Xena series of toys look just like their TV coun- 
terparts and have some great accessories. The first 
line includes two versions of Xena, her nemesis 
Calisto and her good, good friend Gabriel. The new 
batch has Xena in a harem outfit and perhaps one of 
the most-anticipated figures yet, Bruce Cambell 
{Evil Dead 2, Army of Darkness, etc.), who plays 
Autonicous, King of Thieves on the TV series. Don't 
be embarrassed. Go get these figures now! 



HI 



mmsE 



-SuckmyBOOMSTICKS! 



Why, do you have 
/ a fetish for pigs in 
' uniforms? 




00000 5G No question, this should be in your home 
0000 4G Recommended, very cool 
000 3G Pretty good, check it out 
00 2G Below average 




1G Very lame 



Duke Nukem 

Nothing says, "I'm a badass, baby" like a Duke Nukem 
figure standing on your desk, nightstand or monitor. 
These are posable, solid figures that come complete with 
appropriate weapons. And hey, a careful scratch job will 
easily change the "R" in the pig-cop's LARD emblem to 
a "P" — not that we're endorsing that or 
anything. One of the highlights of this line is the 
huge Octabrain. 



Resaurus $ N/A 



.0000 



I hate it when Crash 
puts EZ cheese on 
my head. 



* 



Tiny makes me feel 
so... inadequate! 






Crash Figures 



Resaurus, creators of the Duke Nukem 
figures, have unleashed a new line 
based on the Crash Bandicoot series. 
Each figure includes a few extras; 
Coco, for example, has her trademark 
laptop with her, while one Crash fig- 
ure includes a gold Aku Aku mask. 



Especially impressive is the massive 
Tiny figure, which stands a good six 
inches tall. Other than the Cortex fig 
ure, which looks a bit goofy, they're 
very well-done likenesses. 



Resaurus 




Tricks of the Trade 

Our support resource for cheaters 
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Cups, Cars and Modes 

On the Title Screen, press Start. 
On the Player Select Screen, choose 
your number of players. On the 
Game Select Screen, highlight and 
choose the Options. On the Options 
Screen, choose Settings. Now move 
down and highlight the "Password" 
option and enter one of the codes 
as shown for various results: 



CLASSX 


Activates the Crystal Cup 


ROCKYY 


- Activates the Diamond 


Cup. 




ZDPEAK 


- Activates the Zenith Cup. 


XPERTS 


Activates the Challenge 


Mode. 




DESERT 


Activates the Scorpion 


Car. 




RATTLE 


Activates the Cobra Car. 


RUNNER 


- Activates the Cheetah 


Car. 




MYSTER 


Activates the Panther 


Car. 




ALLVID 


Activates the Codes. 



Test Drive 5 




Choose from four of the hidden 
cars, including the Cheetah Car. 




Access the various Cup races 
by entering the passwords. 




Bonus Cars and Cop 
Chase Mode 

From the Main Menu, choose Quick 

Race or under the Full Race option, 

choose the Drag Race and get a good 

time that will earn you a high score. 

Once you finish the race, exit the 

game and choose "Quit." On the High 

Score Screen, enter your name as 

NOUFE. This will get you three bonus 

cars: Chris's Beast, Pitbull Special and Behold the Mighty Maul! 

To enable the Cop Chase, get a good time and on the High 

Score Screen, enter the name VRSIX. Now go back to the Main 

Menu and choose Full Race. On the Select Race Type Screen, 

choose the Cop Chase option. Now you can choose from four dif- 
ferent types of police cars. 
In this mode, your object 
is to arrest as many law- 
breakers as possible while 
gaining points along the 
way. Press the R2 button 
to use your siren, and 
disable your enemies by 
running into them. 

The Pitbull Special is just one of 
the hidden cars you can drive. 




Duke Nukem: 
Time to Kill 

Appearance and Cheat Codes 

Big Heads, Little Heads: 



10 cnange uuhe and the enemies appearances, pause 
the game and enter one of these codes: 

Big Head Duke - R1, R1, R1, R1, R1, R1 R1, R1, R1, Up 

Tiny Head Duke - R1, R1, R1, R1, R1, R1, R1, R1, 

R1, Down 

Big Head Enemies - R1, R1, R1, R1, R1, R1, R1, R1, 

R1, Left 

Note: If you have Big Head Duke and want it to be 

Tiny Head, then just enter the Big Head Code again. 

Duke's head will shrink back to normal and you can put 

in the Tiny Head code. Otherwise it won't work. Do the 

same for Tiny to Big. 

Cheat Codes 

Pause the game and enter these codes at a 

slow but even pace. If you enter them too fast they 

might not work. 

Infinite Ammo - Left, Right, Left, Right, Select, Left, 

Right, Left, Right, Select 

All Weapons - L1, L2, Up, L1, L2, Down, R1, Right, 

R2, Left 

All Inventory - R1 x 5, L2 x 5 

All Keys - Up, Right, Up, Left, Down, Up, Right, Left, 

Right, Down 

Invisible - L1, R1, LI, R1, L1, R1, LI, R1, L1, R1 

Double Damage - 12, R2, L2, R2, L2, R2, L2, R2, L2, R2 

Temporary Invulnerability - R1, L2, LI, L2, R1, L1, R1, 

L2, L1, L2 

Super Weapons - Right, Right, Left, Right, Right, Left, 

Right, Right, Left, Select 

Level Select 

While playing, pause the game and press Down nine 
times and then press Up and it should say Level Select. 
Now quit the game and on the Main Menu you will see 
a new option that says "Time To Kill." Select it and 
press Right or Left to choose the level you want to go 
to. Press X to start playing. 




Give Duke a huge head to match 
his inflated ego. 



Look at all those weapons. 
Better find something to kill. 



Football Frenzy 



The Unholy War 

Secret Characters, Battlefields 
and Maps 

There are only three cheats in the Unholy 
War, all of which use the same code, 
though in different places. 

The code is as follows: 
Press the Circle button and the Square but- 
ton simultaneously. Press the Select button 
four times. Press the Start button three 
times. Press the Square button two times. 
Press the Circle button once. Press the 
Circle button and the Square button simul- 
taneously again. 

To unlock Secret Characters, highlight 
"Set Teams" on the Mayhem Selection 
Screen and perform the code. 

To unlock Secret Battlefields, highlight 
"Accept Teams" on the Mayhem Selection 
screen and perform the code 

To unlock all one-player Strategy Maps, 
highlight "Set War" on the Strategy 
Selection Screen and perform the code. 



The Fifth Element 

Cheat Menu 

On the Main Menu Screen, press LI, L2, R2, 
R1, Select. You will hear a sound. Then 
choose "New Game" and the Cheat Menu 
will be displayed. Now you can choose from 
plenty of options such as your beginning 
level, shields, all weapons, objects and more! 



Test Drive: Off-Road 2 

Hidden Vehicles 

At the Transmission Selection Screen (both for 

Single Race and World Tour), hold Select and enter 

the following button sequences: 

LI, Up, L2, Down, Down, L2, L2, R2 = Drive as a 

school bus. 

R2, L2, L2, Down, Down, L2, L2, R1 = Drive as an 

ice cream truck. 
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Enter the code to play as all of 
the hidden characters. 



NHL 99 



Cheat Codes 

Enter these codes at the Password Screen. 
BIGBIG - All the players are big. 
BRAINY - All players have big heads. 
EAEAO - Activates the EA Blades Team. 




Madden NFL 99 

Cheat Codes 

At the Main Menu Screen, move down, highlight end access 
the "Code Entry" option. On the Code Entry Screen, press 
X on New Code and enter any of these codes for me 
results shown: 

Atosv Teams 

BESTNFC - All-Stars NFC 
AFCBEST- All-Stars AFC 
BOOM - Madden 98 Team 
IMTHEMAN - Stats leaders 
PEACELOVE - All '60s team 
BELLBOTTOMS - All 70s team 
HEREANDNOW - All '90s team 
TURKEYIEG - Madden All-Time Greats 
THROWBACK - 75th anniversary team 
GEARGUY5 - NFL equipment team 
WELCOMEBACK - '99 Cleveland Browns 
IMTHEGAME - EA Sports Team 



EA STADIUM - EA Sports 

DOGPOUND99 - Cleveland 

THEHOGS - RFK Stadium, Washington, D.C. 

NOTAF1SH - Old Miami 

SOMBRERO - Old Tampa 

FOR RENT - Astrodome 

OURHOUSE - Tiburon 

STICKEM - Original Oakland 

NFL GameDay 99 

Easter Eggs 

From the Main Menu Screen, highlight and access the 
Options. On the Options Menu, highlight and access the 
Easter Eggs option. Now choose to add and put in any of the 
codes as shown: 

CREDITS - Shows game's credits 

EVEN TEAMS - Both teams are evenly matched. 

BIG BALLS - Huge football 

HAMSTRUNG - Blow a hamstring after using speed burst 

WEAK - Bad coverage 

BLINDERS - No penalties 

BIG HITS - Harder tackles 

STEEL LEG - Kick longer field goals 

STICKEM - Tighter coverage 

rfS IN THE FPS - Frame-rate changes 

PRIME TIME - More celebrations 

TELE TUMMY - Have TV on players' chests 

DAVIS - Better running 

ROCKET MAN - Longer dives 

BOBO - Players' last names are all Bobo. 

PRESIDENTS - Players' last names are all ex-presidents. 

EURO LEAGUE - Players' last names are all European. 

SPORTS - Players' last names are all 989 Sports personnel. 

RED ZONE - Players' last names are all Red Zone 

personnel. 

HOOPS - Players' last names are all basketball players. 

FLEA CIRCUS - Tiny players 

GRUDGE MATCH - Different-colored field and no goal posts 

PLAYING CARDS - Hat 2D players like cards 

FLAT LAND - Rat players 

BUNYON - Short, stocky players 

POP WARNER - Skinny, kidlike players 



Tricks of the Trade 

Our support resource for cheaters 
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General Password Cheats 

DISYFISLFY - All Crime War and Precinct 

Assault missions completed. 

DITIFISLFL - All Crime War and Precinct 

Assault missions locked completed. 

DYPYFASRHR - All Crime War and Precinct 

Assault missions completed. All Easter 

Egg weapons. 

SIFRGYBERR • No Crime War or Precinct 

Assault missions completed. Invincibility 

allowed. 

SYMRGOBRRL - No Crime War or Precinct 

Assault missions completed. All Easter 

Egg weapons. 

DYSIFASRHY - All Crime War and Precinct 

Assault missions locked completed. All 

Easter Egg weapons. 

DYTIFASUHL - All Crime War and Precinct 

Assault missions locked completed. All 

Easter Egg Weapons. Invincibility allowed. 

(Please note that certain conditions, once 
set, are not cleared by passwords. These 
conditions are: All Crime War and Precinct 
Assault missions locked completed. All 
Easter Egg weapons. Invincibility allowed.) 



C: The Contra 
Adventure 

Many Cheat Codes 

Input the combinations on the Main 
Menu Screen. 

Level Select - Left, Up, Right, Square, 

Square, Triangle, Triangle, Down. 

Unlimited Lives - Up, Right, Square, 

Triangle, Right, Left, Square, Triangle. 

Unlimited Super Bombs - Square, 

Square, Right, Down, Down, Left, 

Square, Triangle. 

Super Machine Gun - Right, Right, 

Square, Triangle, Right, Left, Down, 

Down. 

Movie Player - Triangle, Triangle, 
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In-Game Cheat Codes 

These passwords have to be entered while 
the Adjust SFX Volume entry is selected in 
the MAP Menu. Once the password has be 
typed, you have to QUIT (validate YES). If 
the password is valid, the game won't quit 
(except for the quit successfully code). Most 
of these passwords will affect the player 
who actually typed it: 

Reload shield - Square, Select, Circle, X. 

Quit a crime war mission successfully - 

Square, Circle, Square, Circle, X, Select, 
X, Select. 

Blue player = Black - Square, Select, 

Circle, X, X, Circle, Select, Square 

Reload weapon - Square, Circle, Select, 

X, Select, X, Circle, Square 

Reload weapon 1 - Circle, X, Select, 

Square, Circle, X, Select, Square 

Reload weapon 2 - Square, Select, Square, 

Circle, Square, Select, X 

Power up weapon - Circle, Circle, Circle, 

X, X, X, Circle, Select 

Power up weapon 1 - Square, Square, 

Square, Circle, X, Circle, X 

Power up weapon 2 - 

Square, Circle, Square, Select, X, Square, 

Circle 

Add 200 points to the player (in Precinct 

Assault mission) - Circle, Square, Circle, X, 

Select, Square, X 

Invincible (allows zone bypass) - Circle, 

Circle, Select, Select, Circle, X, Square 

Walker can superjump (allows zone 

bypass) - Circle, Circle, Circle, Circle, 

Square, Square, X, Select, Square, X, 

Select, Circle 

Set the maximum shield to the max 

(32767) and reshield (might allow zone 

bypass) - X, X, Select, Circle, Circle, Select, 

Square, Square, Select 

Secret Super Power-up 
Press the Action button 10 times in lower- 
left corner of plaza. 

Press the Action button 10 times in lower- 
right corner of plaza. 
Ta-daaaa super reloader powers you up! 



NFL GameDay 99 (cont.) 

Easter Eggs 

SUDESHOW - After the game, see all the cheerleaders. 

HOT SHOT - Faster passes 

GO CHALLENGE - Harder CPU 

CPU SCOWS - Better CPU offense 

CPU STUFFS - Better CPU defense 

MIND READER - CPU knows what formations to use on 

your play. 

COFFEE BREAK - Faster game speed 

SWIMMERS - Better swim move 

PUPPETS - Players have strings attached to them. 

STAMINA -No fatigue 

NFL Blitz 

Blitz Cheats 

These codes worked on the arcade, and now they also work 

for the PlayStation version! Enter the following codes during 

the Vs. Screen. Some codes may not work in one-player 

games and some two-player codes may require both players 

to do the code. 

For No CPU Assist press: Jump (1x), Pass (2x) and pad 

Down. (Note: Only works in Two-player Mode.) 

To Shew Mora Field press: Jump (2x), Pass (1x) and 

pad Right 

For Fog On press: Jump (3x) and pad Down. 

For Fast Turbo Running press: Jump (3x), Pass (2x) and 

pad Left. 

For Huge Head press: Jump (4x) and pad Up. 

For Thick Fog press: Jump (4x), Pass (1x) and pad Down. 

For Super BUtttng press: Jump (4x), Pass (5x) and 

pad Up. 

For Mg Ball press: Jump (5x) and pad Right 

To hide Receiver Name press: Turbo (1x), Pass (2x) and 

pad Right. 

For Tournament Mode press: Turbo (1x), Jump (1x), Pass 

Ox) and pad Down. 

For Random Play Choice press: Turbo (1x), Jump (1x), Pass 

(5x) and pad Left. 

For Super Field Goals press: Turbo (1x), Jump (2x), Pass 

(3x) and pad Left. 

For Kg Players prows Turbo (1x), Jump (4x), Pass (1x) and 

pad Right 

NFL Xtreme 

Player Alterations 

From the Main Menu Screen, choose the Rosters Option. In 
the Rosters Screen, choose "CreateFreeAgent." On the 
CreateFreeAgent Menu, enter the following first and last 
names for the results as shown: 

GEORGE GIRAFFE ■ The quarterback has a neck like 

a giraffe. 

LAMEBOY LENNY - All players walk around like they 

are lame. 

BIGHEAD BOBBY - All players have huge heads. 

MONKEY MICKY • All players have huge arms. 

TINY TOM - All players are tiny. 

You don't have to sign them on a team. Just leave them in 
the free-agent pool. Remember, you can change their stats 
so they don't have 40 of everything. Also, you can mix and 
match codes together for different results! 
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ON SALE NOW 


The Most 




EGM's Crack 


Comprehensive 
Strategies and 
Reviews of 




Staff Pulls No 
Punches as They 
Tell It all 


the Hottest 




in the Annual 


Sports Games 




Video Games 
Buyer's Guide 
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Reviews 
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Zelda64 

All-New Upd.itt-! 



O/v SAi£ NOW 
EGM Reviews Every 
N64 Game This Year, 
Plus a New Look at 
Turok 2 and Zelda 64! 
Tons of New Tricks 
and Game Reviews! 
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NEW. 



TRICKS 

& CODES 



ON SALE 1/5/99 
The Best 
Compilation 
of Tricks, Codes 
and Cheats 
Ever Published 



You 



14. 
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TO ORDER: 



Check Your Mag! 



Simply check off which magazines you want and send in the order form (photocopies accepted) 
along with a check made payable to Ziff-Davis for the amount indicated for each magazine plus shipping and 
handling- add $2 for U.S., $3 for Canada and $5 for foreign orders- in U.S. funds only for each magazine! 
Orders should be mailed to: Ziff-Davis Back Issues, P.O. Box 3338, Oak Brook, IL 60522-3338 



Demo Disc 



If a picture is worth a thousand words, a playable demo is worth a million 



Silent Hill 



DJ, Action/Fire/Kick 

@ Turn Handy Light ON/OFF 

(■I Run 

ffi) Use Map 

ID Step Left 

IB Change View 

ID Step Right 

E3 Prepare Weapon 

The Clock Tower 

To enter the tower you will 
need to locate both the Gold 
and Silver Medallions. 



Players 1 Developer Konami 

Availability February Publisher Konami 

Analog Controller Yes Genre Adventure 



I 



@h yes, here's the one you've been waiting 
for. Ever since you saw the video on last 
month's OPM disc you couldn't wait to 
get your grubby little mitts on this one, 
could you? Well here it is, the incredible 
(and surprisingly long) playable Silent Hill demo. Turn 
up the sound, turn off the lights and press Start... 

There are two scenes to choose from: The first 

is from the start of the game and introduces the 
creepy abandoned town of Silent Hill— play it 
first to get accustomed to the controls and awe- 
some moving camera. The second is a bit more 
involved; apparently the Midwich Elementary 
School is now only admitting deformed creatures 
and unspeakable evil. Be careful, the place is 
crawling with knife-wielding zombie babies and 
oversized cockroaches. Further exploration of the 



school will uncover several puzzles you need to 
solve, all while trying to avoid the ever-present 
nasties coursing through the halls, with only your 
flashlight to guide 
you. Be afraid. ..be 
very afraid... 




Explore the deserted town 
in search of your missing 
daughter and hope that 
she's all you find. 



Silent Hill Strategy 

While Scene One of the demo is straightforward, 
Scene Two requires you to be more resourceful. 
From where you enter the elementary school, exit 
through the double doors leading to the courtyard. 
Obtaining the two medallions to unlock the door to 
the tower here is your first goal. Follow the map to 
the room containing the sulfuric acid. Next door 
you'll find the statue of a hand grasping the Gold 
medallion. Use the acid to dissolve the hand and get 
the "Golden Sun." Place the medallion in the tower 
to release the locked top to the piano. Play the keys 
of the piano in the order diagrammed below to 



MAP KEY 

B - Handgun Bullets 
F - First-aid Kit 
S - Sulfuric Acid 
K - Lobby's Key 
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2nd Floor 
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piano 



While you may find killing the denizens roaming the halls of 

this elementary school disturbing, it actually becomes quite 

enjoyable. Shoot the zombie babies four times and then 

quickly stomp on them before they can regain their senses. 



2nd Floor 
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release the Silver medallion. Insert it into the slot marked 
"Silver Moon" to enter the tower. You emerge into an evil 
mirror image of the school you just left (use the maps to the 
left). Make your way to the room with the rattling locker to 
find the key to the lobby doors. Simple enough? It would be 
wise to use your handgun sparingly, as there are quite a few 
zombie babies to bypass. The pipe is fairly effective to deal 
with them, but only when they are alone. Groups of these sin- 
ister little creatures are best dealt with by using the gun. 
That doesn't mean it will be a walk in the park, though. It is 
best to try to isolate one of them at a time, otherwise a small 
group can overpower you. If worse comes to worse, there is 
no embarrassment in hitting the Reset button. Honest. 




Moto Racer 2 



fl) Accelerate 

^P Cycle Views 

{■I Brake 

A Look Behind 

Bl Not Used 

■3 Turbo Wheelie 

O Not Used 

■) Turbo Wheelie 

Makin' Tracks 

You can store up to 120 home- 
made tracks onto a memory 
card! You'll be racing for a long, 
long time. 



Players 


1-2 


Availability 


Now 


Analog Controller 


Yes 



Developer Dolphine 

Publisher Electronic Arts 
Genre Racing 
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®he first Moto Racer game was one 
of the better (if only one of a few) 
motorcycle racing games available for 
the PlayStation. Now Electronic Arts is 
releasing a sequel and we've got a nice 
playable demo of it — so hop on your bike and try 
out two of the whopping 32 courses in the game. 
In addition to the huge amount of tracks, the 
full version of the game will feature a two-play- 
er split-screen mode to race against a friend. 
And if you're looking for a bit of variety in 
gameplay, you can choose from either an 
Arcade Mode for a quick action-packed race or 
the more realistic Simulation Mode. 

If all those features aren't enough, the full 
version also includes a track editor. It's kinda 



like an advanced version of Nintendo's classic 
game Excitebike. In this mode, you can create all 
sorts of tracks 
for never-ending 
replay value. 




Race your crotch rocket on 
either the Grand Prix (above) 
or forest tracks. 



Brave Fencer Musashi 



Players 
Availability 
Analog Controller 



1 

Now 

Yes 



Developer 
Publisher 
Genre 



Square 

Square EA 

Action/RPG 



P 



^P Jump/Select 

A Use/Advance Text 

(B) Action 

£ Attack 

IB Walk Slowly 

fern Not Used 

(2) Defend 

O Not Used 

Getting Steamed 

When the Steam Knight starts 
jumping around, he's gonna try to 
land on you. Run to an open 
area when he's in the air, and 
then dodge as he's about to land. 



Apocalypse 



A Fire (backward) 
^fc Fire (right) 
(§| Fire (left) 
^P Fire (forward) 

— Crouch/Roll 

— Change Weapon 
Bl Jump 

WZ» Smart Bomb 

More Power To Ya 

When you see a bunch of enemies 
on a faraway platform, take the 
time to pick them all off. You'll be 
rewarded with a health power-up. 



x wo months ago, we brought you a video 
\ demo of Square's new action/RPG, and 
J now we got the real goods. The new 
/ Musashi demo lets you play three differ- 
ent sections from the game. 
The first has you running away from a giant, 
rolling stone face. This is much 
like the running-in-the-screen 
scenes from the Crash Bandicoot 
games — no problem, right? From 
there, you'll fight the first boss of 
the game, Steam Knight. 

The intermediate level has 
you roaming the countryside try- 
ing to gather a mess of logs. 
Absorb the bowling ability from 
these odd plants to escape. 




Basically you need to find trees and cut them down. 
Can you find them all? 

For the final stage, you need to escape a trap- 
filled dungeon. Grab the bowling power from one 
of the ball-spitting plants to make it past those 
groups of guards who get in your way. Bowling, in 
an RPG? What's next? Final 
Fantasy badminton? 




Players 
Availability 


1 

Now 

Yes 


Developer 
Publisher 
Genre 


NeverSoft 
Activision 


Analog Controller 


Action 






t's been a long time coming, but the 
Apocalypse is finally upon us. This game 
has been retooled and delayed so many 
times that some began to doubt it would 
ever be released. But finally it's here and now 
you have a chance to play it for yourself. 

If case you 
haven't heard, 
Apocalypse stars 
Bruce Willis as Trey 
Kincaid, a man 
who's out to save 
the world by blow- 
ing up damn near 
everything in sight. 
(Sounds like one of 





Anybody got a light? 
Setting the escaping 
prisoners aflame is 
definitely the high- 
light of this demo. 

Bruce's movies, eh?) 
This demo takes you 
through the first 
level for a taste of all 
the destructive action. 

The gameplay is roughly a combination of ASC's 
PlayStation title One and the arcade classic Robotron. 
Movement and shooting are controlled independently, 
so you can fire in any direction as you run around; if 
you've got a Dual Shock, you'll definitely want to use 
the analog pads for that true arcade feel. 



Demo Disc 

If * picture is worth a thousand words, a playable demo is worth a million 



T'ai Fu 
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Grab/Throw 
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Strike 
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Block/Chi 
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Chi Blast 
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Not Used 
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Duck 
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Not Used 



Stick in the Mud 

Watch out for the pools of mud 
dotting the landscape. If you step 
into them, it's just a matter of 
time before you get dragged 
under the surface. 



Players 
Availability 
Analog Controller 



1 Developer 
Now Publisher 
Yes Genre 



Dreamworks 
Activision 
Adventure 



)rks 
>ion 

ture W 



\ ike Musashi, you might remember seeing 
\ video of T'ai Fu on the OPM disc a few 
jj^^ I months back, but now we're happy to 
give you a fully playable version of this 
upcoming adventure/fighter. 
In this demo, you get to climb into the sweaty, 
matted fur of one badass tiger, T'ai, and take 
on a legion of evil felines and snakes who 
aren't strangers to gettin' into a tussle now 
and again themselves. Being a true martial 
artist, T'ai has plenty of killer moves and 
combos up his hairy sleeve — you'll need to 
master them all if you expect to win. 

Building up your chi energy allows you 
unleash a world of hurt: You can launch fire- 
balls, turn your opponents into stone or even 



send out a massive energy blast and blow away 
everyone around you. Once you fight your way to the 
giant golden ring, you've completed the demo. Sit 
back and relax in a 
nice tick bath. 




Look out for the quicksand 
and various other animals 
with Bruce Lee complexes. 



Test Drive: Off -Road 2 



Players 
Availability 
Analog Controller 



1 

Now 

Yes 



Developer 
Publisher 
Genre 



Accolade 

Accolade 

Racing 




If any of the other cars get in 
your way, you can give them a 
friendly little nudge to let 'em 
know you mean business. 



Rugrats 



When you're just two-feet tall, 
getting down the stain can be 
an adventure in itself (especially 
with a hill diaper). 




^ acing games have been popular 
W \ since the early days of video 
Wt I games, and the Test Drive series 
* / has been around in some form or 
another for almost just as long. Now 
the latest version comes to the PlayStation in 
the form of Test Drive: Off-Road 2. 

The sequel boasts a selection of 20 real-life 
vehicles includ- 
ing a Hummer 
(so you can get 
behind the wheel 
and pretend you're 
Schwarzenegger dri- 
ving to work). All the 
cars are also upgrad- 
able, so you can 





Even the cops can't resist a 
little off-roadin' action. 

swap out parts and 
improve their perfor- 
mance and handling. 
And you're going to 
need to upgrade these 
suckers — take a look 
at all the abuse 
they're gonna suffer with the bumps and huge jumps 
in this game. Your shock absorbers will be begging 
for mercy! 

Expect 12 of these nasty courses in the final ver- 
sion, set in six locations across the world. As you race, 
you'll even be able to groove to the sounds of such 
bands as Fear Factory and Gravity Kills. 



Players 
Availability 
Analog Controller 



1 

Now 

Yes 



Developer 
Publisher 
Genre 



n-Space 

THQ 

Action 



I 




\ ou can hardly turn around nowadays 
^f \ without running into some sort of 
J Rugrats merchandise. With a hit TV 
show, all kinds of toys and even a movie 
on the way, these little tykes are just about 
everywhere already, so why not a video game? 

Chucky, Tommy 
and all their friends 
are here, complete 
with their familiar 
voices. They're look- 
ing good in full 3D 
polygons. The 
game, subtitled 
Search for Reptar, 





Aiiiigh! Lobsters! 
Just one of the many 
minigames coming 
in Rugrats. 

follows the kids on 

their adventures to 

find a lost toy. Plenty 

of cinemas are used to 

move the story along, 

plus there are several minigames like the pie toss and 

miniature golf to keep the player involved. If it all 

sounds rather simple, that's because it's meant to be; 

Rugrats is designed with the main audience of the TV 

show (young kids) in mind. Of course, like the TV 

show, that doesn't mean grownups can't like it too! 



Are you Missing Something? 



Order OPM Back Issues or Demo 
Discs Today! 

Issue #7 - October 1997 $15 
Ghost in the Shell, Final Fantasy VII Strategy 
Demo Disc includes: payables: Intelligent Qube, 
PaRappa the Rapper, Ace Combat 2, Fighting Force 
non-playables; Tomb Raider II, NFL GameDay 98 

Issue #2 - November 7997 $10 

PaRappa the Rapper. Bushido Blade Strategy 

Demo Disc includes: p ayables : Crash Bandicoot 2, Croc, Armored 

Core, Madden NFL 98, Cool Boarders 2, Colony Wars 

non-olavables : NHL Face Off 98, Ghost in the Shell 

Issue #3 - December 1997 $10 

Cool Boarders Strategy 

Demo Disc includes: pla yables : Bushido Blade, Vs., Star Wars: Masters 

of Teras Kasi, Jet Moto 2, Cardinal SYN, Ghost in the Shell, Moto 

Racer, Test Drive 4 n on-playable : One 

Issue tt4 - January 1998 $10 

Resident Evil 2 Feature, Tomb Raider II Strategy 

Demo Disc includes: playables : NFL GameDay 98, 

CART World Series, Frogger 

no n- playable s: Spawn, Final Fantasy Tactics, Pandemonium 2, Gex 2 

Issue #5 - February 1998 $10 

Dead or Alive Feature, 1997 OPM Editors' Awards 

Demo Disc includes: pl ayables : NCAA GameBreaker 98. Tomb Raider 

II, Command & Conquer: Red Alert, Crime Killer non-playables : 

Pitfall 3D, Resident Evil 2, Vigilante 8, Monster Rancher 

Issue #6 - March 1998 $7,99 Demo Disc Only I 

includes playables : Bloody Roar, Monster Rancher, Shipwreckers 

non-playables : Alundra, NBA Shoot Out 98, SaGa Frontier, Mega Man Neo 

Issue #7 - April 1998 $10 

10 Overlooked PS Picks, Resident Evil 2 Strategy 

Demo Disc includes; playables : Hot Shots Golf, Pitfall 3D, 

WCW Nitro, ONE non-playables : Blasto, The Granstream Saga 

Issue #8 - March 1998 $10 

Psybadek Feature, Tekken 3 Strategy 

Demo Disc includes: pl ayables : Einhander, Gex: Enter the Gecko, Klonoa 

non-playables : Dead or Alive, Gran Turismo 

Issue #9 - June 1998 $10 

Metal Gear Solid Preview, Gran Turismo Review 

Demo Disc includes; playables : Cardinal SYN, Vigilante 8, 

Forsaken, N20, TOCA, Dead or Alive 

non-playables ; Tomba, Jersey Devil 

Issue #70 - July 1998 $7.99 Demo Disc Only! 
Includes: playables : Gran Turismo, Tombal, The Granstream Saga, 
Jersey Devil, NBA Shoot Out, Blasto, Speed Racer 
non-playables : NFL Xtreme, MLB 99, Tekken 3 
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August 1998 ^\ 




Metal Gear Solid 


'-- 




Vigilante 8 Strategy 






Demo Disc includes: 


T- 




playables: Tekken 3, Turbo Prop 




ft » IBt^ { 


Radng non-playables: Duke 
Nufcem: Time to Kill, Lunar: Silver 
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Star Story, Ninja: Shadow 


^ 




of uarkness, |^^" 
Metal Gear Solid 




September 1998 

PlayStation's Birthday 
Elemental Gearbolt Strategy 

Demo Disc includes: 

playables: Spyro the Dragon, 

Duke Nukem: Time to Kill, WWF 

War Zone, The Unholy War, 

S.CA.R.S. non-pl ayabl es: Metal 

Gear Solid, Rival Schools, 

Test Drive 5, Thread? 



□ 



October 1998 



A 



Spyro the Dragon Strategy 

Demo Disc includes: 

playables : Metal Gear Solid, 

Legacy of Kain; Soul Reaver, Test 

Drive 5, Devil Dice, Brunswick 

Bowling, Ninja, NFL Xtreme, Cool 

Boarders 3 non-playables: Parasite 

Eve, Rival Schools, 

NFL GameDay 99 



□ 



November 1998 A 

Tomb Raider 111 Metal Gear Solid 

Strategy Demo Disc includes: 

play ables : MediEvil, WarGames: 

Defcon 1, G. Darius, Dragon Seeds, 

Colony Wars: Vengeance, Future Cop 

LA.P.D. non-pIaya_b]e_s: Crash 



Bandicoot: WARPED, Abe's Exoddus, 
Brave Fencer Musashi, 
Rugrats, T'ai Fu, Tenchu, 
You Don't Know Jack 



D 



December 1998 A 

Metal Gear Solid Crash Bandicoot: 
WARPED Strategy Demo 
Disc includes: playables: Tomb Raider 
III, Crash Bandicoot: WARPED, 
Bomberman World, A Bug's Life, 
ingWil' ' 
ofDtce, 
Turismo, 



Wild, Invasion From Beyond. 
" :eption II, Metal Gear T '" 



leyond 

ir Solid, 

n-pUyables: Silent Hill, 



Knockout Kings, Big AirKagen 
Deception II, Knockout Kings 



n 



Tricks Special- $15 Does Not Contain Demo Disci 
Contains 60 pages of strategies for all your favorite PlayStation 
games. Also includes codes and tricks for more than 275 titles 



Win Free Games and Anime Videos 



TOP 10 MOST WANTED SWEEPSTAKES 

Official Contest Rules 

1 No Purchase Necessary; To enter. send a letter or standard -sired postcard containing 
your name, address and phone number together with your list of 10 most wanted video 
games to "Top Ten Most Wanted" Official U.S. PlayStation Magarme. P.O. Box 3338, Oak 
Brook. IL 60522 333B or email it to dan. peLuiOMd.com or hi. it to (630) 916-7227. No 
purchase or payment o( any money n necessary to enter One entry per household per 
month. Entries must be received by the 10th day of the month lor the next available issue 
of OPM All entries become exclusive property of Ziff-Davis and will not be acknowledged 
or returned. Ziff-Davis assumes no responsibility for lost, mutilated, late, illegible, incom- 
plete, postage-due or misdirected entries. Sponsors reserve the right to cancel this contest 
at any time with appropriate notice. Only one prize per family, organization or household 
per month. 2 Prizes: One Grand Prize winner will receive two (2) video games as determined 
by Namco Grand Prize has an approximate retail value of SBO. Winners shall be determined 
by a random drawing of all valid entries by OPM editors, whose decisions are final. All prize 
winners will be notified by mail. Pnze(s) are no n- transferable No substrtuflons of prize(s) are 
allowed, except at the option of Sponsor should the featured prizes become unavailable. 3 
Odds of Winning: The number of winners and the odds of winning will be determined by 
number of valid entries received. 4 Eligibility Contest open to residents of United Stales 
and Canada. Void in Quebec. Non-compliance with the time parameters contained herein 
or return of any prize/prize notification as undeliverable will result in disqualification. 
Winners or their legal guardians shall sign an affidavit of eligibility /release of Uability/prixe 
acceptance within 5 days of receipt or forfeit prize By acceptance of prize, winner(s) agree 
to the use of their name and/or likeness for purposes of advertising, trade or promotion 
withoul further compensation, unless prohibited bylaw. Neither ZD Inc , Namco nor their 
respective affiliates, subsidiaries, divisions or related companies are responsible or liable 
for any damages, taxes or expenses that consumers might incur as a result of (his contest 
or receipt of prize. S. Winners List: For a list of winners, send a stamped, self addressed 
envelope identifying the month for which the winners list is requested to OPM Top 10 Most 
Wanted Winners List. P Box 3338, Oak Brook. IL 60522-3336* Allow 4 weeks for delivery 
of winners list. 6. Restrictions: Void where prohibited or restricted by law. All federal, 
state and local regulations apply. 

IMPORT GAMES SWEEPSTAKES 

Official Sweepstakes Rules (same rules as above with these exceptions below); 

1. No Purchase Necessary: To enter, send a letter or standard-sized postcard containing your 
name, address and phone number together with your list of 10 most wanted video games to 
Import Games Sweepstakes. Official US PlayStation Magazine. P.O. Box 3336, Oak Brook, IL 
60522-3336 or e-mail it to dan_pe!u&o-ud torn or (ax it to (630} 916-7227. 

2. Prizes: One Grand Prize winner will receive one (1) v>deo cassette of anime. Grand Prize 
has an approximate retail value of $25 Winners shall be determined by a random drawing of 
all valid entries by OPM editors, whose decisions are final S. Neither Manga Video nor their 
respective affiliates, subsidiaries, divisions or related companies are responsible or liable lor 
any damages, taxes or expenses that consumers might incur as a result of this contest or 
receipt of prize 4. For a list of winners, send a stamped, self- addressed envelope identifying 
the month for which the winners lisl is requested to Import Games Winners List. P.O. Box 
3338, Oak Brook. IL 60522-3338 Allow 4 weeks for delivery of winners list. 

OPM CAPTION CONTEST 

Official Contest Rules: 

1 No Purchase Necessary: To enter, send an original caption for the attached screen shot 
on a standard -sized postcard containing your name, address, and phono number to "OPM 
Caption Sweepstakes" PO Box 3338, Oak Brook, IL 60522-3338. No purchase or payment 
of any money is necessary to enter All entries must be handwritten. Mechanically repro- 
duced entries will not be accepted Entries must be received by the 10th day of the month 
for the next available issue of OPM. All entries become exclusive property of ZD Inc. and 



will not be acknowledged or returned. Ziff-Davis assumes no responsibility (or lost, mutilat- 
ed, late, illegible, incomplete, postage-due or misdirected entries. 2 Prizes: One Grand 
Prize winner will receive one (1) video game as determined by Z0. Grand Prize has an 
approximate retail value of $50 All entries will be judged on the following criteria by OPM 
editors, whose decisions are final: (50%) originality and (50%) creativity, Entries containing 
obscene language will be disqualified. All prize winners will be notified by mail. Prize(s) are 
non-transferable. No substitutions of prize(s) are allowed, except at the option o( ZD should 
the featured prizes become unavailable. 3 Odds of Winning: The odds of winning will be 
determined by number of valid entries received. 4 Eligibility: Contest open to residents of 
United States and Canada. Void in Quebec. Non-compliance with the time parameters con- 
tained herein or return of any prize/prize notification as undeliverable will result in disqual- 
ification. Winners or their legal guardians shall sign an affidavit of eligibility/release of lia- 
bility/prize acceptance within 5 days of receipt or forfeit prize. By acceptance of prize, win- 
ners) agree to the use of their name and/or likeness for purposes of advertising, trade or 
promotion without further compensation, unless prohibited by law. Neither ZD Inc., nor its 
affiliates, subsidiaries, divisions or related companies are responsible or liable for any dam. 
ages, taxes or expenses that consumers might incur as a result of this contest or receipt of 
prize S Winners List: For a list of winners, send a stamped, self -addressed envelope iden- 
tifying the month for which the winners list is requested to "OPM Quote Contest Winners 
List" at the address listed above Allow 4 weeks (or delivery of winners list. 6 Restrictions: 
Void where prohibited or restricted by law. All federal, state and local regulations apply. 

OPM LETTER OF THE MONTH 

Official Contest Rules: 

t. No Purchase Necessary: To enter, send a letter or standard-size postcard containing your 
name, address, and phone number together with your comments to "OPM Letter of the 
Month". PO Box 3338, Oak Brook, IL 60522-3338. No purchase or payment of any money 
is necessary to enter. One entry per household Ail entries must be handwritten. 
Mechanically reproduced entries will not be accepted. Entries most be received by the 10th 
day of the month for the next available issue of OPM. All entries become exclusive property 
of ZD Inc. and will not be acknowledged or returned. Ziff-Davis assumes no responsibility 
for lost, mutilated, late, illegible, incomplete, postage-due or misdirected entries. 2 Prizes: 
One Grand Prize winner will receive a box containing various items from the OPM offices. 
Grand Prize has an approximate retail value of at least $10. Winners will be selected by a 
judging panel whose decisions are final Winners shall be selected from all valid entries 
received- All entries will be judged on the following criteria by OPM editors, whose deci- 
sions are final: (50%) originality and (50%) creativity. Entries containing obscene language 
will be disqualified. All prize winners will be notified by mail. Pnzels) are non-transferable. 
No substitutions of prizels) are allowed, except at the option of ZD should the featured 
prizes become unavailable. 3 Odds of Winning: The odds of winning will be determined by 
number of valid entries received. 4. Eligibility: Contest open to residents of United States 
and Canada. Void in Quebec. Non-compliance with the time parameters contained herein 
or return of any pnze/prize notification as undeliverable will result in disqualification. 
Winners or their legal guardians shall sign an affidavit of eligibility/release of I lability /prize 
acceptance within 5 days of receipt or forfeit prize. By acceptance of prize, winners] agree 
to the use of their name and/or likeness for purposes of advertising, trade or promotion 
without further compensation, unless prohibited by law. Neither ZO Inc., nor its affiliates, 
subsidiaries, divisions or related companies are responsible or liable for any damages, taxes 
or expenses that consumers might incur as a result of this contest or receipt of prize. 5. 
Winners List: For a list of winners, send a stamped, self- addressed envelope identifying the 
month lor which the winners list is requested to "OPM Letter of the Month Winners List" at 
the address listed above. Allow 4 weeks for delivery of winners list. 

6 Restrictions: Void where prohibited or restricted by law. All federal, state and local regu- 
lations apply. 



Don't Wait, Place Your Order Today! 

Each issue is bursting with previews and 

reviews of the hottest games as well as the 

most in-depth and comprehensive game 

strategies available in a magazine. There's lots 

of cheat codes as well! To order, simply check 

off which magazines you want and send in the 

order form (photocopies accepted) along with 

a check made payable to: ZD Inc. for the 

amount indicated for each magazine plus 

shipping and handling— add $2 for U.S., 

$3 for Canada and $5 for foreign orders — in 

U.S. funds only for each magazine! 

Orders should be mailed to: Official 

PlayStation Magazine Back Issues, P.O. 

Box 3338, Oak Brook, IL 60522-3338 
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Syphon Filter 



Players 1 Developer 

Availability February Publisher 

Analog Controller Yes Genre 



Idelic 

989 Studios 

Action 








Gabe takes these baddies for a 
little plane ride — right smack 
into the ground! 




ith 3D action/adventure 
games like Metal Gear Solid 
and Tomb Raider III burn- 
ing up the sales charts, it's 
no surprise to see similar 

games coming for the PlayStation. Take 

Syphon Filter, for example. Currently 

being worked on by 989 Studios, the 

company behind Twisted Metal III and 

NFL GameDay 99, Syphon Filter mixes 

parts of those two big names for what could turn out to 

be one explosive package. 
This video demo 

gives you a small 

sampling of the fast 

action and big thrills 

that await you in the 

full game. You can 

A sitting duck in the 
open, our hero has to 
dive and roll to safety. 





see our hero Gabe (he's the chap running around shoot- 
ing everyone) using just a few of his large variety of 

moves and arsenal of weaponry. Check out the 
night vision on that sniper rifle! Awesome! 

When you take control of Gabe in the full 
version, we're told you'll be able to duck, roll 
and just about anything else, all while firing 
away at the baddies. As you'll notice in the 
demo, you can even manipulate your environ- 
ment to take out the enemies (i.e., drop a big 
of plane on 'em). 



Legend of Legaia 



Players 
Availability 
Analog Controller 



1 

Now 

Yes 



Developer 
Publisher 
Genre 



Looks like the main character 
and a friend are in a big hurry 
to get somewhere? 




!CEI 
CEA 



SCEI 

SCEA 

RPG 



®he makers of Wild Arms have returned 
with a brand-new RPG that looks to be 
even better than their previous effort. 
Legend of Legaia is an interesting new 
game that takes the standard RPG setup 
and twists it just a bit. 

As you can see from this demo, the game takes 
place in a weird, biomechanical world, fully 3D in 
both backgrounds and characters. One original fea- 
ture is that the standard fighting tools of the RPG 
(swords, shields and the like) have been dropped in 
favor of various martial arts 





Even in the quick 
cuts of the demo you 
can see some nice 
lighting effects. 

techniques. Instead 
of buying new 
weapons constantly, 
players increase their 
hand-to-hand fighting skills. This feature and the sur- 
real settings and cool details of this new world you 
can already see in the short teaser 
demo (like that giant transport that 
looks and moves like a bug) make 
this one to watch. 

The best part is, even though it 
was just released in Japan last 
month, Legaia is already being 
translated for the U.S.! Hallelujah! 
If only all Japanese RPGs could be 
brought over so quickly! 
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Next Month 



A look ahead at our next issue 



ELECTRONIC 



February 1999 




On sale Jan. 19 




And The Winner Is.., 

Now that all of 1998's games have been released, 
it's time for the inevitable. Don't complain, you knew 
it was coming. That's right, prepare yourself for 
OPM s annual awards for the best and worst games of 
1998. To hell with the Oscars, this is the event you've 
been waiting for. If you're lucky, there might even be 
a guest appearance by Mr. Domino. 

Even if you're not in the mood for fancy-schmancy 
awards ceremonies, the February issue of OPM is just 
teeming with loads of great games. Think we're full of 
it? Guess again. Speeding right around the corner is 
our massive coverage of the PlayStation's next, best 
racing game, R4: Ridge Racer Type 4. Find out how it 
will utilize the PocketStation and what kinds of other 
goodies will come packed in Namco's sure-fire hit. 

If that's still not enough, you're trying to make life 
hard on us, but we still have more tricks up our 
sleeves. Try a preview of NCAA Final Four, more info 
on Syphon Filter, March Madness 99 and Contender 
plus the scoop on Xena: Warrior Princess. Also look 
for reviews of Clock Tower II, Bust-A-Move 4 and FIFA 
99. The issue hits newsstands in mid-January, so 
hopefully you'll be far enough in the game to use the 
second part of our in-depth Tomb 
Raider III strategy guide. 



if you love 
sports, you'll 
definitely want 
our next Issue. It 
comes packed 
with tons of 
playable 989 
Sports games In 
addition to a 
video of Gex 3. 
Groovy, baby! 



MONTHLY 

Zombies on the brain! fGMgets face to face with 
writer/producer George Romero in the long-await- 
ed interview about his upcoming production. 

So many dinosaurs, so 
little time. The Review 
Crew takes a stab at the 
multiplayer capable 
Turok 2: Seeds of Evil. 
Could it possibly be 
better than the first? 

Our February issue lets 
readers stand up and 
voice their opinions with 
our Readers' Choice 

awards. Tell us how you feel the 1998 titles stacked 
up to your expectations. 

Is it a coincidence our new platinum award looks 
like a triforce? The question is: Will Zelda be sport- 
ing one or just weeping by the wayside next 
month? Also, free cheese for everyone. 



On sale Jan. 12 





It's already pre- 
sold about a 
quadzillion 
copies, but 
should readers 
believe the hype? 
Will Zelda stand 
up to the Review 
Crew standards? 
It's just a hunch 
but we say YES! 
Stay tuned kids. 



Check Out Our 
Next Demo Disc! 

piayables 
• Cool Boarders 3 • Destrega 

• Monkey Hero • NFL GameDay 99 

• NHL FaceOff 99 • Oddworld: 
Abe's Exoddus • ODT • Twisted 
Metal III 

non-playables 
• Gex 3 • Jackie Chan's Stuntmaster 
NCAA Final Four • Shadow Madness 
WCW/nWo 
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Besides huge guides on 
Tomb Raider III and Soul 
Reaver, we'll spill a few 
more Zelda secrets. 
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You're gonna love Expert Gamer's February 
issue. First, we'll complete the Tomb Raider III 
guide with more strategy, detailed maps and 
secrets. Next, XG's Legacy of Kain: Soul Reaver 
coverage will point out helpful tips and must- 
know facts in order for you to survive. Plus, the 
Worm is back in Earthworm Jim 64, and we 
provide the best advice on how to 
stop your foes and win the game. And 
don't forget to check out our wrap-up 
coverage on Zelda 64, containing lots 
of cool secrets. 

On sale Jan. 26 
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Digital Illusions CE AB 1998- All Rights Reserved Under license to Fox Interactive trom Gremlin Interactive. Inc. i 1998 Twentieth Century Fox Film 

Corporation. Inc. All Rights Reserved. Twentieth Century Fox." Fox" and their associated logos are the property of Twentieth Century Fox Film Corporation. 

All Rights Reserved PlayStation and the PlayStation logos are registered trademarks ol Sony Computer Entertainment Inc. NASCAR is a registered 

trademark ol the National Association tor Stock Car Auto Racing. Inc. and NASA is a trademark of the National Aeronautics and Space Administration. 

This product is not in any way associated with NASA or NASCAR. 
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www.eiaosinteractive.c 
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